







THE ESSENTIAL GUIDE TO CLASSIC GAMES 


EXOLO 


RAFFAELE CECCO GIVES THE LOW 
| DOWN ON HIS CLASSIC 8-BIT HIT 
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ALSO INSIDE 


FOOD FIGHT TOMMY TALLARICO 
ROCKET KNIGHT ADVENTURES HALO 
ADVENTURE SOFT GAUNTLET 
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WE CELEBRATE TWO DECADES OF 
SNKS POPULAR BEAT- EM-UP 
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THE CONPLETE EVOLUTION 


CREATORS REVEAL THE FULL STORY BEHIND THE POPULAR SERIES £./ 
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YOUR ULTIMATE GUIDE TO NINTENDO'S 
CLASSIC LIGHTGUN GAME 
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16 | WILD GUNS 


DISCOVER WHY NEC'S PC ENGINE HAS 15 NATSUME'S WEIRD BLASTER WILL YOU STILL BE PLAYING VALVE'S rim = E ? 
BEEN WOWING GAMERS FOR 25 YEARS FULL OF CLASSIC MOMENTS? SEQUEL IN YEARS TO COME? ig 






funst a ck .COo.uk 
Christmas Gift Guide 
visit www.funstock.co.uk/retrogamer1 3: 


EDP talo golfo ENcAiço £194.99 SNK NeoGeo X Gold 
Gaming Eejojia: PP pt 21 NeoGeo Games included 
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: : . 
The JXD $78008 Is an Android retro gaming tablet. cri pa seio Ada most The SNK NeoGeo X is a handheld Neo Geo games console with 20 built-in o ss - 
complex of retro games, including PS1, N64, MAME and Dreamcast and capable of original NeoGeo AES games. The Gold Limited Edition package comes wilhan | =— 
displaying these on your TV via HOMI. authentic arcade stick and AES style docking station to connect to your TV. ! x 











super Retro Trio 


3 in 1 Retro Console 
MegaDrive, NES, SNES 


The Super Retro Trio plays 
Nintendo NES games, 
Nintendo SNES games and 
SEGA GENESIS / SEGA 

à MEGA DRIVE games 

JF directly from the original 
retro game cartridges! 


Reno 


Cojiniintojo [o )( of Wife jo) sá Ç 
A Visual Commpendium ren; 





ge REG Nireless 
— 80 Games Included 
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| A 2 player SEGA Mega Drive 
| da console wilh 80 buill-in 
A book celebrating the visual side of the glorious =» SEGA games (including 
Commodore 64 (aka C64) computer and games. “a h o Sonic lhe Hedgehog 1 + 2). 
Each spread lealures a beautitul image and a 2 ps —>———— ADE You can also use original 
select few words trom original developers, " SEGA Mega Drive games / 
journahists, artists and more... 


£94.99 E 9 Dz Mojo) j a cartridges trom al regions! 
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Street FEqUS Mona SEGA Ultimate | 
o aca] SOMA 


Atari Bag AE 
nl ATARI ess = MONOPOLY| |, 


Officially licensed Atari dark 
red Atari messenger bag for 






Sonic the Hedgehog 


Special Edition version of 





> | the SEGA Ultimate retro 
> Officially Licensed 
people on the move. Show Streel dever video games console. 20 
- a, j | your love for Atari and keep Collector's Edition 7 built-in classic SEGA 
Pd all your things secure all aí version of lhe Monopoly "Mega Drive games and 
á lhe same lime. board qa me! SD card sol! 


2999 goftoti=aa £34.99 £39.99 
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DARRAN JONES 


Everyone is going to plump for 
Pkachu so I'm going for Snorlax 
wo 15 big and cuddly. Just 

ke me! 

Expertise: 

Jugglng a beautiful wife, two 
gorgeous gris and an award- 
Winmena macganne 

Currently playing: 
Castlevania: Blbodiines 
Favourite game of all time: 
Stnder 





| was always a fan of Gyarados, 
despite the painful process to get 
hum! Hand me my old rod! 
Expertise: 

Tacking dirty nappies and 

retro spreads 

Currently playing: 

Middle Earth: Shadow of Mordor 
Favourite game of all time: 

Day of the Tentacle 





PAUL DAVIES 


Ht's Pikachu, sorry. | love him 
to brts. 

ise: 
Hepeatedly banging my head 
agamst a brick wall 
Currenthy playing: 
GTA V 
Favourite game of all time: 
Ghouls “Nº Ghosts 


NICK THORPE 


| could never bear to evolve my 
Squirtle — he was such a happy- 
booking than. 

Expertise: 

Qmwning seven Master Systems 
Currently playing: 
Dangarronpa 

Irngger Happy Havoc 
Favourite game of all time: 
Sonic The Hedgehog 


DAVID CROOKES 


Charizard but only because the 
dragon is the onhy one | can 
remember, being honest 
Expertise: 

Amstrad, Lynx, adventures, 
Dizzy and PlayStation (but (5 
that retro? Debate!) 
Currentty playing: 

Asphalt Overdrive 
Favourite game of all time: 
Broken Sword 





JASON KELK 


| don't think | Enow more than 
three Pokémon... but Jgglypuff 
just for cuteness 

Expertise: 

Indie, homebrew and bedroom 
coded games 

Currenthy playing: 

GVYNN 

Favourite game of all time: 

lo 


PAUL DRURY 

It has to be my fathful 
Bulbasaur, who | watched grow 
from a lítile acom into a mighty 
Venusaur dunng my 101 hours 
playing through Pokémon Hed 
My Pokédex was full but hell 
always be my number one 
Expertise: 

Fabulous Food Finging 
Currently playing: 

Murasaki Baby 

Favourite game of all time: 
Sheep In Space 





RAIG 
RANNELL 
Having never actualhy played 
a Pokémon game (yes, I'm 
the one), Um going to go 
with "Barry and hope no- 
na noticas 
Expertise: 
Games that don't require 37 
fingers to play 
Currenthy playing: 
The Nightmare Cooperative 
Favourite game of all time: 
HERO 





hat's it. I've fallen off the 
wagon yet again. Maybe it 
was last month's superb feature 
on collecting, or perhaps It's my 
compulsive personality — regardless, I'm 
collecting games again and it feels good. 
I've plumped for Sega's Mega Drive, 
mainly due to its fun arcade conversions 
and the large number of shoot-em-ups 
available for the console. VVhile I'm a big fan 
of the Super Nintendo, | feel I've got on the 
roundabout too late and am loath to pay the 
sily prices many games | owned now cost. 
This collecting vibe can also be found in 
our latest issue, as you'll notice that there are 
four amazing covers to collect, all based on 
one of the biggest gaming franchises of all 
time. While three of the covers are out in the 
wild, you'll only get our awesome Pikachu 
cover if you're a current subscriber. Needless 
to say we ll be doing similar things In the 
future, so be sure to take out a subscription. 
In the meantime, enjoy our fantastic 
Pokémon feature that has exclusive content 
from the creators and will hopefully remind 
you of when catching all of Nintendo's 
creations became vet another gaming 
obsession. Oh and we've also hidden a sprite 
of Mew in the issue. See if 
you can find him. 






Enjoy the magazine, 








s Ken Levine 
aming's greatest icon? 


ith the new generation now in full 

swing, we felt it was the perfect 

time to celebrate some of gaming's 

biggest icons for an exciting 
upcoming feature. 

Help Retro Gamer find the many important 
individuals who have turned our favourite pastime into 
one of the world's biggest forms of entertainment, so 
that we can give them the recognition they deserve 
in a future issue. Whether you believe it was Shigeru 
Miyamoto who refreshed the gaming landscape, or 
that Nolan Bushnell heralded the start of the industry 
as we know It, we d love to have your input. As always, 
the best suggestions will appear in the magazine, so 
take this opportunity to join in the celebrations and 
have your say. 

You can tell us about your favounte industry veterans 
on the Retro Gamer forum, our Facebook page, or 
even via Iwitter using fvideogameicons. 

We look forward to your suggestions... 
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À The Making 
= Of Exolon 


| Rafaee Cecco explains the origins 


TER CITE 


ofhis classic 8-bit run-and-gun 
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'S The Making Of 
Food Fight 


Find out what happens when 
Robotron is given a gastric spin 


JS Cinemaware Returns 
We get the lowdown on Wings: Remastered 
and a brand new compilation 


O News Wall 


All the latest news, including an update on 
From Bedrooms To Billions 


'? Paul Davies 
The former editor of C&VG discusses the 
pigeonholing of gamers 


'“ The Vault 


More great stuff, including a 
rather lovely C64 book 


5 Collectors Corner 


Another impressive haul of games 


'6 À Moment With 
Ned Langman 
We speak to the classic artist about his new 
OS game, Spaceman Dave 


'& Back to the 90s 


Richard Burton and his time machine 
return, this time to stop in October '97 


MEVIVALS 


7) Reader Revival: 

Monkey Puncher 
À game about punching simians is terrible, 
right? Actually, it's awesome 





»2 Retro Revival: 

Geordie Racer 
Nick Thorpe looks back at this obscure 
educational game for the BBC Micro 


> Retro Revival: 

“ Leaderboa 
Retro Gamer goes back for an 18-hole 
round with the classic golf sim 
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“4 Defender: A Legacy 
Jeff Minter and other key developers 
celebrate Eugene Jarviss hit 


“2 Classic Moments: Rocket 
Knight Adventures 

Why scrapping in giant robotic pigs will 

never getold 


»“ Minority Report: 

V-Tech Creativision 
Kieren Hawken investigates the best games 
behind this obscure system 


“6 The Making Of Halo 
We speak to the developers who breathed life 
into Master Chief 


'U Classic Moments: 
Wild Guns 
Allthe greatest bits from Natsumes rootin' 
tootin' blaster 


/? In The Chair: . 
Tommy Tallarico 
The master composer on getting his startin 
the games industry 








À The Evolution of 
Pokémon EE 


Key creators reveal why were still 
catching gaming s cutestcritters | 
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TurboGrafx-16: 
25 years on 


We take a look back at why NEC 's 
PC Engine struggled in the West 








Don“ forget to follow us online for all the latest retro updates 


Ei RetroGamerUK Ej ( RetroGamer Mag [id retrogamer imagine-publishing.co.uk 
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Future Classics: | 
Half-Life 2 Archives: “EE 

| dq Adventure RS 
Soft 










a AE RCE 
[the hunting dog] because it 
mocked players 


Jerry Momoda lines up his sights on Duck Hunt's pesky pooch 







30 years of 
Duck Hunt 


Celebrate three decades of Nintendo s A | € oi 
seminal lightgun game with us | Y 
= 


















Vistit 
the Retro Gamer 
ontine shop at 


imagineshop.o.u 


for back issues, 
books and 
merchandise 


COEN TIHLS 


“4 Subscriptions 


Catch every Issue ever with a sub 







[= Vis 


Gauntlet 





| 104, Homebrew 
- CBN “ER nl Want to play new games on classic 
€ | systems? Jason has you covered 











105 Mailbag 


AXIMR a Nick Thorpe answers your 
as REA Em latest requests and queries 


1 Next Month 


Get a Mystic Meg-like 
glimpse into the future 


à Penal, | à 14 End/Game 


“E Discover how a robotic 
a Pix The Cat assault suit saves 
TT TITITIIIT TRT TT” PITT the Earth 
Ea 20 Years Of praga 
The King Of Fighters [lkaaieiana Aa 
| ERR Nick Thorpe battles through sNK's A City Sleeps 
most successful videogame franchise 
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CONTENTS 


THE RETURN OF 


CINEMAWARE 


All the latest on a brand new compilation 
and Wings: Remastered Edition 


NEWS WALL 
Updates on a new Armor Attackrecord and 
the premiere of From Bedrooms To Billions 


PAUL DAVIES 


Our popular columnist ponders what 
itmeans tobe a gamer 


THE VAULT 
Gotsome spare cash? Here's a selection of 
this month's goodies to consider 


COLLECTORS 
CORNER 


Michael Thomasson shares his record- 
breaking collection with us 


A MOMENT WITH 
NED LANGMAN 


The classic coder stops by to tell us abouthis 
new OS blaster, Spaceman Dave 
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t's an exciting time for 

Cinemaware. Às well as planning 

a brand new compilation featuring 

many of its classic games, it's 
recently unleashed its Kickstarter-funded 
update of VVings: Remastered Edition. 
We caught up with associate producer 
Sven Voessing and executive producer 
Lars Batista to discover how the two 
projects came to be. 


How did you go about choosing the 
included games? 

Sven Voessing: VVe essentialhy focused 
on the original titles launched by the first 
iteration of Cinemaware. These games 
were released between 1986-1991 and 
all of them will be included, both in Amiga 
and PC-DOS formats. This even includes 
titles that had a limited release such as TV 
Sports: Boxing and the expansion pack 
for !t Came From The Desert: Antheads! 
Yes, all of them will be included! 


Why include both Amiga and 
DOS ports? 

SV: Ve got a lot of fans who either 
played the original Amiga versions and 
were part of the onginal Cinemaware 





= 
ar ê 


generation, or fans who maybe bought 
the PC ports that came out later (who 
never had an Amiga) and who missed 
out on the superior quality of the Amiga 
onginals. This will be the first time both 
versions will be offered together in the 
same package, and It is a cool way to 
compare how different both platforms 
realhy were at the time. In addition, several 
of the games had features not seen in 
one platform or the other, so it is fun to 
explore both really! 


Have there been any enhancements 
over the original games? 

LB: You get the onginal games running 
under emulation. Nothing was done to 
alter them In any way, as this was not 
the intent. It is a lot more convenient to 
run them now - just click and play — so 
anyone can enjoy these classics once 
again. Manuals and game box covers will 
also be included in PDF format and we 
might include a few surprises If possible! 


How does it feel to know that 
Wings: Remastered Edition is so 
close to release? 

SV: It is really an awesome feeling! 





» [Amiga] Everything about the quality 
of Cinemaware can pretty much be 
summed up im tus classic image. 






» Lars feels that gamers will be happy having 
access to the Amiga and PC ports of past classics. 


» Sven is excited about the incoming release of 3 
Wings. Here's hoping more remasters follow. 








[PC] Visually, Wings: Remastered Edition 
is à huge improvement over the original. 


The team has worked really hard in the 
last nine months during development 

of this game and now it is so close to 
coming out — it's quite unbelievable 

how far we've come with the support 

of our community. 

LB: During this time, we've made many 
new friends in the business, grown our 
community, and so many fans are excited 
that we're bringing back this awesome 
game with their direct input as a critical 
aspect of development. However, we 
also had a loss with Ken Melville, one of 
the onginal Cinemaware team members, 
who passed away earlier this year. Ken 
was a composer on the original VVings as 
well as the great wnter behind It Came 
From The Desert. He was a very kind 
and great person who supported our 
cause a lot. 


Why do you think there is so much 
love for Wings? 

SV: Wings is a powerful game with a 
dramatic storyline. Storytelling was very 
rare in the Eighties/early Ninetes and in 


TOU MUCH CAOIU 
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» [Amiga] It wouldn't be a Cinemaware 
compilation without Defender Of The Crown. 


VVings you are really central to the story. 
Many fans tell us that they never skip the 
story or journal entries because they are 
so engrossed in the game that they feel 
the emotions of their pilot. 


What challenges have you faced? 
SV: Recreating that classic 'Cinemaware' 
feeling and standing up to the huge 
expectations of the fans, no doubt. 
Cinemaware was (and in our opinion 

still 5!) a revolutionary influence in the 


E 


way games were presented and played, - a = 


and we want to bring back that feeling 
to not just our fans, but an entirehy new 
generation of gamers as well. Wings 
In itself was also an entirely new type 
of game, that played the emotional and 
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2> Not sure what to dive 
into first? Try these... 








IPC] Wings: Remastered Edition will be 
released shorthy and already looks superb. 








! ” i d+ q e 
[Amiga] Lesser-known games like TV Sports: Baskethal! 
will be avalable on the anthology. 





dramatic aspects of the story in such a 
way that they were as important (maybe 
more so) than the actual gameplay. At 
Cinemaware, we want to keep exploring 
more of this aspect in our future games. 


What will the new version offer over 
the Amiga original? 

SV: Besides the high-definition graphics 
and the awesome re-orchestrated 
soundtrack by Sound of Games, 

there is quite a bit more actualhy. VVe 
implemented a handful of new, secret 
missions, an altemate victory ending 

and funeral sequence, the choice to play 
the game with the original soundtrack 
and an altemate coloured plane. [Plus] 
several other smaller enhancements and, 


E withthe support of Kalypso, we got a 


great voice-over actor for the journal and 
mission commentanes. 


Will any other Cinemaware games 
be given a similar treatment in 

the future? 

LB: Most definitely! Fans have been 
frantically asking for new versions of /t 
Came From The Desert, Rocket Ranger 
and others... VVe are planning our 
upcoming projects as we speak, 

so please check out our website 
(www.cinemaware.com) for the most 
recent news = It will De announced soon! 
In addition, next year Cinemaware will 

be announcing our first, brand-new IP 

In many years, an exciting project we 
cannot wait to start developing! 


ta ' DD o) ge > ai a 


IT CAME FROM THE 
DESERT 


E For many this remains Cinemaware s finest 


WINGS 


E While you wait for the remaster, wfry not 


ROCKET RANGER 


E The news that this is going to be the German 


revisit the Amiga onginal? The atmosphere |5 release will no doubt upset some purists, but 


immense, thanks to great characterisation, there s now denying that Rocket Ranger remains ; hour, The Fifties atmosphere is nailed brilliantly, 


dramatic aerial battles and a superb soundtrack. ! a great adventure, regardless of whether it while the exciting ant encounters and small 


It's lengthy to boot, ensuring that you'll be features Nazis or not. Here's hoping a patch town tribulations perfectly capture the spirit 


getting plenty of value for money from an could be added for proper authenticity, as it of the dodgy sci-fi films that the game is so 





wont feel the same otherwise, obviousty based on 
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| 
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| 
already loaded collection. | 


[PC] If Wings: Remastered Edition is a success, others 
may follow. It Came From The Desert needs to happen. 
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ohn Salter, the world record holder for the longest single-credit session 

on an arcade game, fell narrowly short of beating his own record in 

a play session stretching over 80 hours in early October. John was 

attempting to play Cinematronics' 1980 arcade title Armor Attack for 
100 hours in order to raise money for Lorain County Boys & Girls Clubs, which 
offers a gaming-focused educational programme for children aged 10-13, and 
streamed the attempt live online from the moment it began on 30 September. 

While the 100-hour goal was a feat that John felt he could achieve when 

contacted by Retro Gamer for issue 131's Marathon Men feature, he ended 
up with a total play time of 81 hours and 27 minutes, falling short of the record 
he set in April which stands at 85 hours and 16 minutes. Problems became 
apparent as the clock approached 81 hours, with John losing lives and struggling 






» [Arcade] The marathon gaming 
session raised money for Lorain 
County Boys & Girls Clubs in Ohio. 


DEVELOPERS GATHER 
FOR PREMIERE 


he long-awaited documentary film From Bedrooms To Billions had its 
À Panis at EGX London on 25 September, attracting a large gathering 
of famous faces in a celebration of the British gaming industry. Developers 
such as Archer Maclean, Jeff Minter and the Oliver twins were joined by 
former journalists, musicians and more to see the film, which interviews 







personalities of the Eighties micro scene about 
how British games development grew from 


bedroom coding into today's multi-billion pound 
industry. The documentary is now available to 
buy on DVD, Blu-ray and as a digital download 
from www.frombedroomstobillions.com. 
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ARMOR PIERCED 


to stay focused. He was heard on the stream saying, “Mentally I'm out, I'm 
having problems. VVhen that helicopter comes on screen, and this is no lie, 'm 
seeing arms going through the enemies, like it's a person. VVhen a helicopter 
explodes it's like a ballerina with the arms.” This was apparently unlike anything 
experienced during his previous attempt, but John claimed that the hallucinations 
were more funny than distressing. The attempt was abandoned at the 81-hour 
mark, with John's remaining supply of over 100 lives carrying the extra minutes, 
Despite falling short of his goal time and previous record, John's record 
attempt allowed Lorain County Boys & Girls Clubs to reach their fund-raising goal, 
and makes him the only man with two recorded single-credit arcade runs of over 
80 hours. The other man to have a recorded run of over 80 hours is former world 
record holder George Leutz, who played Gottleb's Q*bert in his session. 








THE NEW 8-BIT HEROES 
FINDS FUNDING 


NES project of unusual scope titled The New 8-Bit 

Heroes has surpassed its $36,000 funding goal on 
Kickstarter. The project consists primarily of Mystic Searches, 
a brand new NES game delivered on cartridge. Intriguinaly, 
the people behind the project claim that it will also come 
with a more modern game, housed in the cartridge and 
accessible via USB cable, and that the two will Interact with 
one another. The project also promises a documentary film 
about the game's development process and tutorials for 
those seeking to make their own NES games. The team is 
aiming to complete the project by 18 October 2015. 
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THE MASTER CHIEF COLLECTION 





Ed 


/ Do , Ê 
; 4 BLOCKBUSTER GAMES ON 1 DISC A 


EXCLUSIVE ACCESS TO HALO 5: GUARDIANS MULTIPLAYER BETA 
100+ MULTIPLAYER MAPS 


INCLUDES HALO: NIGHTFALL DIGITAL SERIES 


OUT 1111/14 


Microsoft 
Studios 





*Halo: Nightfall: 5 episode live-action series is streaming only, and will initially be available on a weekly basis, and then on demand. Xbox 

One or Windows 8.1 and broadband internet required; ISP fees apply. Halo 5: Guardians Beta: Game disc required. Limited-time beta starts 

343 December 27, 2014, and ends January 22, 2015. Must be 17+. Xbox One, broadband internet (ISP fees apply) and Xbox LIVE Gold membership 
DUSTRIES 


wwyw.pegi.info | (sold separately) required. Halo: Nightfall and Halo 5: Guardians Beta dates, content, and features subject to change. See www.xbox.com/halo 
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Paul realls likes his qJames, 
dor tcha Paul? 


“E ves rasiyhat SOU might. 
Cie] 3 KilleriAchiever with 
umilateral Lendencies 
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DAE Gamer 





e started as defenders against the space 

invaders, chasers of ghosts, climbers of 

ladders and killers of gorillas. It was us 

versus them. They: the games against 
mankind. VVe: a united front. While friends and 
relatives watched Emmerdale and Cheggers Plays 
Pop, the first gamers were forged. 

| am one of the first gamers. | am a gamer. It's a 
category that increasinagly seems nonsensical in a 
world in which everyone 'games:. If | had the time, I'm 
sure I'd play everything going because games, that 
is computer and video games, are one of life's great 
passions for me. But in the same way that nobody 
really describes themselves as a music lover or movie 
buff, despite listening to whatever they fancy and 
regularly watching the latest flicks, being simply a 
'gamer” is far too vague lately. 

The classic gaming magazines such as Zzap! 64, 
C&VG and Games Master (still going!) presume that 
a general interest in games warrants the investigation 
of all examples available. Similarly the now long-in-the- 
tooth websites — as old now as C&VG was in 1996 


— aim to please all tastes. It's tech paranoia, really, 
similar to vvhat keeps audiophiles living in fear of each 
new monthly publication. The console wars and PC 
supremacists are driven by the same thing. 

But anyway, gamers can't just be gamers any 
longer or our beloved form of entertainment is going 
to stagnate and become so stinky that not even you 
or | will want to hang around for much longer. 

In 1996, the year that my team and | relaunched 
CVG magazine, a guy called Richard Bartle — he 
of Multi-User Dungeon (MUD) fame — sought to 
scientifically examine the gaming archetype. The 
so-called Bartle Test of Gamer Psychology, based on 
his original thesis, was devised a few years later by 
Erwin Andreasen and Brandon Downey. It is revered 
with all seriousness by games design students of 
today, to help pitch ideas and identify audiences. 
Though its origins lie in Multi-User Dungeons, the 
world's first Massively Multiplayer Online games, 

t is relevant to all kinds of games in development 
today. It looks into four archetypes: Killers, Achievers, 
Socialisers and Explorers. Next it applies tendencies 


that favour exploring the world or interacting with 
other players, and choosing interaction or unilateral 
action. | had to look up the meaning for the latter, 
which basically refers to a player's tendency to think 
socially or selfishly in a situation. 

The reason I'm bringing this to your attention is 
because at some point gaming is likely to become 
a popular dinner conversation to be had with people 
vou need to impress. So, when somebody rather 
apologetically says, eg “Paul really likes his games, 
don'tcha Paul?” causing you to look for a hole in 
which to vanish, you can instead defiantly say, “Why 
yes! I'm what you might call a Killer/Achiever with 
unilateral tendencies”, or, “Sure, I'm quite the explorer 
and love to socialise while interacting.” 

This would be the thinking person's response, as 
opposed to “Yen, | play shooters to alleviate stress 
or adventures when | just want to escape,” or even 
reaching deep for “Hen, | love the retro stuff the most 
because who doesn't like the smell of plastic?” Both 
of which just make you sound scary. 

Thank goodness for science, eh. X 
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Welcome back to 
the golden age 


m FEtrOGAMER 





e 
le em to ar md 
videogaming 





Revisit the games, films, shows and hardware that defined 
entertainment for a generation 


BUY YOUR COPY TODAY 


Print edition available at www.imagineshop.co.uk 
Ni sa edition available at www.greatdigitalmags.com 





Bi facebook.com/ImagineBookazines no twitter com/Books Imagine 
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Picture the scene: you're loading up your wallet to head to a retro gaming 
event, only to find that = horror of horrors - your wallet falls to pieces. It 
happens to us all the time, honest. But that's 
okay because it means we can buy items like 
this Atari wallet, which combines an attractive 
modern design with the appeal of an iconic 


retro brand. 


Price: £13.55 
From: www .funstock.co.uk 
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them perfect for your loved ones. 
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Avoid annoying drink rings on your fumiture and get a blast of nostalgia at the same 
time with our awesome coasters. Available in packs of four, these tough durable 
coasters feature some of the best Retro Gamer covers we ve ever produced, making 


Price: £4.99 From: www.imagineshop.co.uk 
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f you're the sort of person whose beloved 
Blaziken has migrated from Game Boy 
Advance to 3DS over the last decade, 
you've probably given a truckload of virtual 
cash to Silph Company, the dominant 
manufacturer of Pokémon technology. 
Here's a shirt that will let you subtly 

show your appreciation for the Poké Ball 
manufacturers to other knowing fans. 


Price: [15.99 
From: www.Bball.co.uk 




















The elf-like hero of the Legend of Zelda 
series Is an iconic character, but one who 
tends to be more commonly represented 
in figurine form than plush. However, 

his cel-shaded appearance from the 
GameCube classic The Legend Of Zelda 
The Wind VVaker is so cute and cartoonish 
that making a soft toy was clearly the 
nght way to qo. 


Price: £ 19.99 
From: www.gamerabilia.co.uk 


UFS Darkstalkers Tins 


Lo mm 





If you're a fan of trading card games and fighting games, UFS - the 


Universal Fighting System - could very well be your thing. The new 


Lilith and Morrigan collector's tins each contain a starter deck, three 


booster packs, three promotional cards and a rule book, all of which are 


compatible with past sets themed around games such as Street Fighter 


and lekken. 
Price: £25. js (each) 
From: www .zone-out.co.uk 
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LETTER FROM 4 
TED DABNEY 
“This is a handwritten letter from Ted 
Dabney, one of the founders of Atari. While 
Nolan Bushnell was always in the spotlght, 
Ted was quiet and bowed out of Atari before il 
exploded. No journalists had spoken to him for 
decades until my writing partner, Leonard 
Hermann. Lenny made introductions and 
| followed it up with an interview 
in 2011, 
PAID: N/A 
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j EPYX 500XJ 
CONTROLLER 
“Htmay seem like just another controller, 
but it is my favourite of all time, This controller 
takes a beating and with the microswitches 
inside, it may be noisy but it never breaks. | 
primarily used it for the VCS and Colecovision, 
but only for single-button games of course!” 
PAID: $9.99 from 
Montgomery Ward Dept 
h Store in 1984 
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NFL FOOTBALL * RA 
LA RAIDERS VS SD é 
CHARGERS — HALCYON 
“The Halcyon was a system designed by 
Rick “Dragon's Lair Dyer. His company 
went belly up and the game was never 
released, but a few have made it into 


RR) <q 
e 


= a 
* 


a 


the hands of collectors.” 


PAID: $30 










- 
* COSMIC AVENGER 
| — COLECOVISION 
“Cosmic Avenger was the first game 
that | ever owned and the best gift my 
parents ever gave me other than their love. 
This is the original copy | was given all 
those years ago and was the game that 


COUGAR 
BOY 
“It's arare system from Brazil and 
have 15 cartridges for it. The unit and 


started it all for me!” 


PAID: N/A 


the games were sealed when | got it and! 
cant bear to open them, so | have no idea 
what they are like! 
dr à PAID: Michaeltraded A 
RA. around $300 worthof AV Y€ 
— um games for it tw 
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uper-Collector is not a term 
Retro Gamer would use 
casually, but even we admit 
Michael Thomasson, of 
Buffalo, NY, would surely qualify for 
this impressive epithet. Just look at 
these numbers: approximate size of 
collection, 11,500 items. 113 different 
platforms collected for. 21 complete 
set collections; 14 near-complete. 


NAME: Michael Thomasson 


ESTIMATED VALUE: Unsurprisingly, this was enough to 
$750,000 earn Michael the accolade ofhaving | 

the largest videogame collection 
MOST EVER SPENT: ever when it was evaluated by the 


Guinness Book Of Records earlier 
this year. But how did it all start? 
“In 1978 | was riding my bicycle 
with my brother to the local Dairy 
Queen for a refreshing Mr Misty,” 
says Michael, “and instead saw a 


$100 — Intellivision 
Demonstration Cartridge 


FAVOURITE CONSOLE: 
Colecovision 


machine and soon all the young 
man's quarters, that had been 
destined for the iced drink, were 
inside the game instead. “The rest 

is history,” he smiles. Michael's first 
owned title was Cosmic Avenger for 
the Colecovision, although receiving 
itas a present on Christmas Eve 
proved to be a bittersweet moment. 
“| thought for sure that I'd be getting 
an actual Colecovision the following 
day, but it was the hot Christmas 
item and was sold out everywhere. 

| looked at the box and read the 
manual of the game every day until | 
finally got the console.” 

Incredibly, despite collecting 
since 1983, Michael has sold two 
collections in the past and is now 
trying to sell his current one too. 

“In 1989 | wanted to raise money to 





of Sega Master System, Neo-Geo 
and TurboGrafx-16 to pay for an 
engagement ring for my girlfriend, 
JoAnn.” Which brings us to his 
current collection and its well- 
publicised sale back in June. "Despite 
screening by GameGavel, a bogus 
bidder got through and failed to pay,” 
says Michael of the $750,000 auction, 
a fact made sadder by Michael's 
reason for selling. “My mother's 
medical care, after insurance, is over 
$700 a day. Since my father passed 
away, my brother and | have been 
caring for her and by trying to get 
ahead of the situation, selling my 
only good asset, my collection, is the 
best solution.” Michael's collection is 
at www.gooddealgames.com and if 
you've got a few spare quid it could 
be yours! 


FAVOURITE GAME: 
Tied between RE4 and Alan Wake 


All Images & Brianna Blank 





huge hulking box in the middle of 
the restaurant.” The box was none 
other than a Space Invaders arcade 


| buy a Sega Genesis,” he says, “and 
| then in 1997 | sold off complete sets 


Our thanks to Michael for his time. 
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[Atari ST] Ned's graphics work on Rod Land captures 8 
the colourtul, appealing look ofthe arcade game. k 
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[108] Spaceman Dave combines ideas from numerous 
arcade games to create a very playable blaster. 


ÍPCJAs well 


as 5) 
games for kids rg Dave Ned has 


We chat to the veteran artist about his OS project Spaceman Dave 


Where did the idea for Spaceman 
Dave originate? 

| love 2001: À Space Odyssey and 
Red Dwarf, both of which feature 
spacemen called Dave, so | just 
have itin my subconscious mind 
that Dave is a normal name for a 
spaceman. The beard comes from 
Brian Blessed s character in Flash 
Gordon. Dive! 


How important are controls in iOS 
and Android games? 

The challenge these days seems to 
be to make games that use as little 
finger input as possible, just one tap 
if possible. So | tried to do that with 
Spaceman Dave, which was hard 
considering It was originally meant 
to be a Defender clone —- Defender 
controls just ain't going to work on 
a tablet or phone. I'm always going 
to prefer chunky analogue arcade 


05] lfyou don't have any rescued ahens 
at the end of a stage you lose alte 





controls to flat screens. | miss that 
physical feedback. 


Why are games like Spaceman Dave 
well suited to these devices? 
Because they're cheap? Haha, | 
dont know. | like these games that 
are instantly accessible that | can 
pick up and play for a few minutes 
before moving on to the next one. 
Not dissimilar to the old arcade days 
where your ten pence would last 
for about a minute in each machine, 
unless you were actually good at 
playing them. Which | wasn't. 


What similar iOS games do you 
wish you'd made? 

Any of the Llamasoft games. And 
Geometry WVVars, | was a big fan of 
that. Most recently though, I've been 
playing Soccer Physics with my kids, 





which has everyone falling about in 
hysterics. That's the kind of game | 
want to make! 


You've made a few shoot-'em-ups. 
What do you like about them? 

Oh, it's just switching your brain 

off | quess. Is It just a primal thing 

to move about and spray bullets all 
over the place? I'm not into violent or 
ultra-realistic gun games, but there's 
something about flying a spaceship 
around dispensing glowing bullets into 
waves of aliens. Is it a man thing? Or 
maybe | just like tidying up? 


Would you transfer any of your 
classic games to iOS? 

| desperately want to bring SWVIVto 
IOS, but it's too big a job for me on 
my own. | definitely think there could 
be fun to be had with teaming up 
in multiplayer with other jeeps and 
helicopters, blowing stuff up. And 
there was always a little bit of satire 
and anarchic humour in SVVIV and 
games of that era, which I'd like to 
see more of on OS. 


How does working on iOS games 
compare to the games you created 
during the 8/16-bit days? 

Oh, very similar in some respects. 

t's great to be able to make original 
stuff in your bedroom and put it out 
there. But not as easy to make money 
doing nt! The technology is so good 





now, the pictures so crystal clear and 
the performance so fast and smooth, 
but | love the idea of subverting that 
by making blocky retro-styled games. 
It's not to be taken lighthy when you 
consider that the two hottest titles 
with kids are Minecraft and Terraria, 
both of which look like they were 
made 20-odd years ago. 


How has the industry changed since 
you started in it? 

This is the bit where | feel old! | have 
such a nostalgic love of the industry at 
the beginning. The age of mavericks! 
It was such an exciting time, and 
there was so much creative freedom. 
It was great to get excited by a 3D 
shaded ball. You could release games 
without the use of focus groups or 
market data. And get paid! Nowadays 
there's more creativity than ever, but | 
quess because everyone can do It 
now, It all just gets lost in the white 
noise. Now, where's my Vectrex? 


[Amiga] The prospect of SWIV heading to 
OS isa am ha one — don'ttease us, Ned! 
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THE LATEST NEWS 
FROM OCTOBER 1997 








OCTOBER 1997 - 
GTA arrives, 
history is rewritten 
by Age Of Empires, 
Riven blows Myst 
away, Extreme-G 
flashes by, 
Resident Evil 
scares your pants 
off while Space 
Invaders and 
Arkanoid rise again. 
Richard Burton 
gets a sticky bat 
ower-up... 
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na sad tum of events, the highly 
regarded videogame designer 
Gunpei Yokoi died on 4 October after 
being hit by a car while inspecting 
damage to his own vehicle after a road 
traffic accident seconds earlier. Yoko! 
had worked for Nintendo since 1965 
and was responsible for some major 
shifts in videogaming, including the 
Game & Watch LCD handheld games 
and Game Boy portable console. He 
also masterminded the now familiar 
directional pad design for console 
controllers. He was aged 56. 

Newly released across Europe 
on PC was the first game in what 
would become a global videogaming 
franchise behemoth. Grand Theft 
Auto was onginally developed by 


DMA Design (which later became 
Rockstar North) and published by BMG 
Interactive. This open-world action 
adventure game was set across three 
sprawiing crime-rndden cities — Liberty 
City, San Andreas and Vice City — in 
which you could accrue points by 
completing tasks. VVhile this sounded 
very unoriginal, the open world 
element gave you complete freedom, 
elevating Grand Theft Auto above 
the norm. Graphicalhy it was lacking 
in detail but the gameplay content, 
backed up with a terrífic soundtrack, 
more than made up for this minor 
niggle. It sold very well and a sequel 
was ordered. 

Another huge franchise making its 
first tentative baby steps in the big 





» [PC] Grand Theft Auto 
arrives and open-world 
gaming is taken up a notch. 


wide world of videogaming was Age 
Of Empires, developed by Ensemble 
Studios and published by Microsoft. 
Heleased this month on PL and Mac, 
the real-time strategy game would 
introduce a world of history-based 
warring. Age Of Empires could be 
played solo or as a multiplayer game 
with up to eight people. It did tend to 
suffer from lag badly during network 
play. After choosing your civilisation 
from a choice of 12 — ranging from 
Egyptian, Hitttes and Minoans — you 
set out on a campaign to defeat your 
enemy. Managing people was also 
key, as was the building of houses and 
farms and finding resources such as 
wood and food. Age Of Empires really 
caught the imagination of gamers tired 





THIS MONTH IN... 
OFFICIAL SEGA SATURN 
MAGAZINE 

OSSM featured a picture-heavy news 
piece about a bizarre competition ran 
by the Daily Star newspaper and Sega. 
Readers could win cash 
and Sega prizes while 
Daily Star page 3 giris 
dressed as videogame 
characters such as 
Candy (Fighting Vipers) 
and Lisa (Last Bronx) in 
a saucy cosplay style. 





AMIGA COMPUTING 


After 117 issues spanning nine years, 
Amiga Computing finally shuffled off this 
mortal coil, heading off into the bright 
light of magazine heaven (see cover). 
Published by Europress, .. 

itwas predominantly a 
serious magazine with 

a smattenng of games 
coverage but was a firm 
favourite of the Amiga 
community soitwas | 
sad to see It go. 


NINTENDO POWER 


Nintendo Power looked at the 
burgeoning craze of lamagotchi that 
had swept across the world. Resulting 
weirdness included Tamagotchi day 
care for kids and WOrKkerS Tama 
who couldn't look after == 
their pet during the day. Ef 
They also looked at the 
forthcoming Game 
Boy version which, 
thanktully, had a save 
game option. 































of the same old space-themed games. 
Historical real-time strategy had come 
of age. 

If puzzle adventuring was more 
your cup of tea, then the long awaited 
sequel to Myst would probably scratch 
that particular gaming itch. Riven by 
Cyan Worlds on PC continued the 
storyline where the original had left 
off. You once again played the Stranger 
who was helping his friend Atrus to 
locate his wife being held hostage. 
Therein the puzzlement commenced 
with harder, more testing problems 
to solve on a beautifully designed and 
constructed planet liberally strewn 
with steampunk-styled mechanical 
devices - many of which were 
central to puzzles, with some being 
criticised for overcomplexity. While 
the graphical content could not be 
faulted, the similarity to Myst led to 
many reviewers and gamers feeling 
short-changed. However, If what you 
wanted was more Myst but bigger, 
bolder, prettier and more testing then 
you would be a very happy camper. 

Having been released on the 
PlayStation for over a year, the 
pant-filling survival-horror game 
Resident Evil finally found its way 
onto PC and Sega Satum. You played 
a character in a law enforcement 
agency sent to a house — infested 
with mutated beings and all manner 
of zombified undead madness — in 
order to locate another team who were 
sent in on an earlier mission. The aim 
of the game was to get out of the 
house alive while trying to 
find out why freaky 










PLAYSTATION 
1 V-Rally (Ocean) 
2 International 


Superstar Soccer Pro (Konami) | 


3 Worms: Platinum (Ocean) 


4 Alien Trilogy: Platinum (Acclaim) 





Play Station | 





5 Rally Cross ( Sony) 


» [Sega Saturn] Head 
shots, zombie frights, 
sudden scares, 
undergarments filled to 


the brim — it can onhy 
be Resident Evil 


» [Nintendo 64] Racing doesn't get much faster than 
Extreme-6 on the N64. Plasma bike at the ready... 


stuff was happening there. That 
meant puzzle solving but also plenty 
of exercise for your trigger finger. 
Resident Evil was suitably scary with 
genuine shout out moments (zombie 
dog anyone?), helped in no small part 
by the atmospheric pre-rendered 
backdrops playing host to some well 
defined 3D polygon-based characters 
and monsters. The original PlayStation 
game rated very well and the Satum 


and PC ports were also highly regarded. 


So started another successful 
longstanding videogaming series. 
New out on the Nintendo 64 was 
a racing game in a similar mould to 
F-Zero, meaning it was bright, garish 
and ridiculously fast. Extreme-G saw 
vou mount plasma-powered Akira- 
esque motorbikes which were tooled 
up with all manner of weaponry. The 





»[PC] Time to put away your laser blaster and engage in a 
spot of olde worlde warfare. Load up the catapult, lads... 


1 Dungeon Keeper (EA) MM 
2 Atomic Bomberman (Interplay) 





3 X-Com : Apocalypse ( MicroProse) 








Command & Conquer: Red Alert (Vrgin) 


5 Championship Manager Double 
Pack (Eidos) 





tracks were slickly designed, including 
loop-the-loops and humongous banked 
corners. Combined with the insane 
speed at which they travelled, it felt 
more like a rollercoaster nde rather 
than a chug up the bypass on your 


125. A range of difficulty settings was 


available, if it wasn't testing enough 
already, with three championships to 
conquer. Ônce won, a range of other 
race options opened up, including 
Battle Arena and a collect-the-most- 
flags game. Extreme-G was more 
than a match for the likes of F-Zero 
and Wipeout. 

Two surprising games were due 
to make an appearance on the Super 
Nintendo: the Taito retro classics of 
Space Invaders and Arkanoid. Space 
Invaders wasn't even an enhanced 
version, being the standard coin-op 
game with minimal tweaks. The 
graphics and backgrounds were ported 
directly from 1978 with extra options 
on choices of colour or monochrome 
graphics. A split-screen two-player 
competitive mode added some 
excitement to the proceedings, but 
essentially this was Space Invaders in 
ts original form on a modem console. 
However, there was a smidge of 
originality with Arkanoid: Doh It Again, 
the fourth game in the Arkanoid senes. 
It had 99 new levels with a big boss 
to fight every ten levels, nice crisp 
graphics and a save game feature 
when you got stuck midway. Two- 
player options included co-operative 
and competitive modes, which added 
a spot of longevity to what was 
otherwise more of the same Arkanoid 
bat-and-ball-based fun. Not that that's 
a bad thing of course... 


» [PC] More puzzles, more frustration 
and more beautifully crafted graphics. 








1 Sonic Jam (Sega) 

2 King Of The Fighters 
'95 (SNK) 

3 Tomb Raider (Eidos) 

4 Shining The Holy Ark (Sega) 





5 Pandemonium! (Crystal Dynamics) 
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October 6 saw the debut on US 
television of Team Knight Rider, 
a series based on the original 
Knight Rider show starring 
David Hasselhoff. This time a 
team of five crime fighters and 
their Al-blessed vehicles did 
battle against assorted nefarious 
evildoers. It lasted just one 
series spanning 22 episodes. 
Good job too — it was utter guff. 

15 October saw the world 
land speed record broken by the 
ThrustSSC team in Black Rock 
Desert, Nevada. The vehicle 
was driven by Andy Brown, an 
RAF fighter pilot, and attaned 
a speed of 763mph. It also 
became the first car to officially 
break the sound barrier. 

24 October saw the passing 
of Don Messick, the American 
voice actor. While the name 
may not be familiar, his voice 
certainly would be with Messick 
having lent his vocal talents to 
many Hanna-Barbera cartoon 
characters, most notably Scooby 
Doo, Boo Boo from Yogi Bear 
and Muttley from Vacky Races. 

31 October saw 19-year-old 
British au pair Louise VVoodward 
convicted of murder for killing 
a baby she was caring for im 
Boston, USA. She was found 
guilty of shaking baby Eappen, 
causing a brain haemorrhage. It 
made worldwide news on both 
sides of the Atlantic. Woodward 
was jailed but later released 
after the conviction was 
reduced to manslaughter. 

Notable album releases this 
month included Unleash The 
Beast (Saxon), Nimrod (Green 
Davy), Jugulator (Judas Priest), 
Around The Fur (Deftones), One 
More Megabyte (The Toy Dolls) 
and Exile (Gary Numan). 





















1 Candle In The Wind (Elton John) 

2 Sunchyme (Dario G) 

3 Barbie Girl (Aqua) 

4 Spice Up Your Life (Spice Girls) 

5 AslongAsYouloveMe 
(Backstreet Boys) 
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Monkey Puncher 





+ TAITO» GAME BOY COLOR » 2000 
When it comes to landmark Game Boy Color games, the 
word “Nintendo” is all too prominent. Indeed, Harvest Moon 
and Dragon Warrior aside, it's something of a struggle to 
name quality third-party titles. That's unless you had the 
pleasure of playing Taito's Monkey Puncher, which not only 
had the greatest game name ever but also a hilariously — — ———— — — 
botched translation that could rival the infamous Zero Wing. 
The plot was as garbled as they come = mysterious gangsters 











known as the “Saru Group' have been kidnapping monkey 
trainers with the use of mind control. After their father goes 
missing, Kenta and Sumire (the two playable characters) decide 
to raise a monkey fighter of their own In order to discover their 
dad's whereabouts. 

Monkey Puncher is best described as a mixture of Pokémon 
and a generic virtual pet — your chosen chimp has to be kept 
happy and well fed, while playing the training mini-games will 
improve its strength and stamina. Every now and then an invite 
tor a monkey punching match appears, which you can opt to 
accept or decline. The matches take place in boxing rnngs, but 
sadly the only interaction in this section 15 to hammer the A 
button to help your monkey back on its feet. VVhen losing a 
match, the trainer will yell “You ass as you” 

Firsthy, your primate has to be tamed by giving it food and 
by calling its name via the menus. Once disciplined, the fun 
starts = you can send the critter on shopping errands and praise 
or rebuke its random purchases, send it on dates with other 
monkeys in hope of being able to breed a super monkey, or take 
it training. Training stages are pleasingly simple — pick a subject 
(srt-ups, punch-bag, jogging etc) and then press the A button 
with go0d timing to get a chain gong 

Monkey Puncher was an incredibly simple game at heart, but 


so curiously addictive and as cute as a button. Copies are hard 


Ly 


E 


to come by as publisher Evolution Entertainment vanished off 


the scene as quickly as It arrived 


MATT GANDER 
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THE EVOLUTION OF POREMOT 











EZPLOSIVELY POPULAR IN THE 
MINETIES+ POKÉMON HAS OUTLIVED 
THE INITIAL FAO ANO BECOME ONE OF dao 
THE HORELO'& MOST POPULAR 5SEFIES | 
OF GAMES. MICK THORPE TALES TO THE I 
FEUELOPERS ABOUT THE SERIES THAT q 
CHALLENGES YOU TO “CATCH 'EM ALLS... E 





t's extremely hard produced by writer Satoshi Tajiriand | made its debut in 1989 with Quinty, 
not to be aware of illustrator Ken Sugimori. “When we a Famicom puzzle game localised 
Pokémon - if you first started, some of the readers for the North American NES market | 
haven't been tempted were actually programmers and as Mendel Palace. That same year, E 8 a 
by the urge to catch em | they had the skills and access to the the Game Boy was released and 
all, you probably know hardware — that's how we started Game Freak moved quickly to outline 
someone who has. The videogames | inproducing videogames,” Ken a vision of a new type of RPG, 
have sold over 200 million units, with | explained in a games” interview which would utilise the handheld's 
some titles topping the 10 million on the history of the series. The firm link cable and portable nature. A “a 
mark. It's far more than just a E design document entitled “Capsule E q a 





gaming phenomenon, though —- since 
the series launched in the UK back 

in 1999, Pikachu's smiling face has 
appeared everywhere from trading 
cards to cinema screens. However, it 
may come as a surprise to many of 
you that the origins of the series go 
all the way back to 1990. 


Monsters' was ready by 1990. 
When you examine the Pokémon 
games on the most basic level, 
they are fairly typical Japanese 
RPGs with a few key twists. The 
first is that as a Pokémon trainer, 
instead of gathering party members 
through the storyline, you recruit 
The Pokémon series has always the monsters you encounter in the 
been primarily developed by Game ' wild. This element is present in the 
Freak, a Japanese team which grew » Junichi Masuda has » Shigeru Ohmori has early design documents, though the E 
out of a fanzine of the same name overseen the whole series. directed the 3DS remakes. — griginal idea involved players having P U 
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b a charisma stat, whereas in the 
final game they simply lower a wild 
Pokémon's health until it can't resist 
being captured in a Poké Ball. These 
monsters have special types, such 
as Fire and Water, which make some 
Pokémon more or less effective 
against others. The second major 
twist is that the games each contain 
a strong multiplayer element, 
atypical of RPGs, in which players 
can trade their creatures or engage in 
battles. Some Pokémon even require 
trading to evolve into their stronger 
upgraded forms. This was also a key 
part of the pitch document, forming 
the centrepiece of Satoshi Tajiri's 
vision for the game. 
The final twist is that each game 
comes in at least two versions, 
with a select number of Pokémon 
absent from each. The brainchild 
of Shigeru Miyamoto, a friend and 
mentor of Satoshi, this was a stroke 
of genius - rather than having the 
ability to obtain all the monsters 
with enough dedicated solo play, 
players were required to engage 
with the multiplayer functions of the 
composer and programmer Junichi 
Masuda explained, “People say 
that when you're playing 
videogames, you're usually 
playing on your own. So 
we wanted to create an 
experience where you can 
play the game but still play 
together with friends at the 
same time and all have fun.” 





» [Game Boy] Quests in the games usually involve 
ferrying items around or beating up an evil faction. 
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he game went into 
development, changing 





Monsters due to trademark difficulty, 
and stayed there for a very long time. 
Despite having been pitched soon 
after the release of the Game Boy, 
Pocket Monsters wouldn't arrive in 
Japan until the start of 1996 - a time 
when the monochrome hardware 
looked to be on its last legs. Pocket 
Monsters Red and Green followed 
the standard RPG model outlined 
above, with the key differences 
changing the goal of the game. 

The single-player quest involved 
gathering eight badges from battling 
gym leaders — other trainers that 
served as bosses - before taking on 
the Elite Four and your rival, as a final 
boss run. Once that was done, the 
social aspect of the game became 
necessary as you sought to complete 
your collection of 150 Pokémon. 

The wrinkle in the formula was 
that there was actually another 
creature, the 151st Pokémon, Mew, 
The legendary monster was added 
late in development in space created 
after the game's debug tools were 
removed, an untested addition 
that would be unthinkable today. 
Luckily, Mew didn't cause problems 
= it turned out to be something of a 
solution. Unavailable during regular 
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» [Game Boy Color] Pokémon Gold and Silver established 
the convention of adding new Pokémon in sequels. 

















» [Game Boy Color] While Gold and Silver supported the 
GBC, both still worked on the original Game Boy. 


You better visit 
the POKEMON SYMS 
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» [Game Boy Color] Maps reflected the change from day 
to might, with towns growing dark and lights switching on 


play, Mew did occasionally appear 
via glitches and rumours of how to 
obtain it began to form. Mew was 
able to be distributed to cartridges 
at special events, the first of which 
was a competition in CoroCoro 
Comics which attracted 70,000 
entries. Word of mouth spread 
and the game's initially sluggish 
sales turned around, later aided by 
additional merchandising. Though 
Pocket Monsters Red and Green 
were released in February 1996, they 
didn't hit their peak sales until the 
summer of 1997. 

After a lengthy localisation delay, 
Pocket Monsters — now retitled 
Pokémon, and in Red and Blue 
versions — arrived in the USA in 
1998, then Europe and other PAL 
territories in 1999. The slow build 
seen in Japan wouldn't be a factor in 
these territories, as Pokémon arrived 
with a co-ordinated marketing blitz 
that saw the TV series, trading card 
game and videogames hit almost 
simultaneously. A craze started 
almost overnight, helped along by 
additional special versions such 
as Pokémon Yellow, which starred 
Pikachu and took elements from 
the TV series. Ultimately, the first 
generation of games sold over 23 
million copies. But while the first 
games were still making waves 
internationally, a sequel was needed 
for Japan and arrived in late 1999. 
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££ You can still play together 
with friends at the same 
time and all have fun7) 


Junichi Masada extols the social aspect of Pokémon 
| me 





Pokémon Gold and Silver served 
as the first massive overhaul to | 
the series, providing a brand new | 
quest in a new region, Johto. The 
most immediately obvious new 
feature was a visual overhaul as a 
result of Game Boy Color support. 
However, the changes went far 
deeper. A battery-powered real- 
time clock was included in the 
cartridge, affecting what happened 
in-game. Certain Pokémon were 
more abundant during the day while 
others could only be found at night, 
and other events only took place PP 
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> on specific days of the week. 
New Pokémon could now also be 
acquired by breeding almost any 
of your acquired existing creatures, 
allowing for exclusive moves. Two 
brand new types of Pokêmon were 
also included, Dark and Steel, which 
were intended to redress some of 
the balance issues with the first 
game - particularly the dominance of 
Psychic Pokémon. 

However, the big new inclusion 
was that of 100 new Pokémon. 








These included extra evolutionary 
stages for existing Pokémon, 

such as Pichu, the baby form of 
Pikachu, and Slowking, a second 
stage for Slowpoke which serves 
as an alternative to the first game's 
Slowbro. Also, another special event 
Pokémon like Mew was included 

in the form of Celebi. Junichi, who 
would become director of the 
series following Gold and Silver, 





explains the philosophy behind new 
additions: “| always like to come 

up with the number first. When I'm 
envisioning what the world is going 
to be like, | think about what kind 

of Pokémon people are going to 
encounter there, and then how many 
are we going to need, so | come up 
with the number first usually.” 


okémon Gold and 

Silver were massively 
successful worldwide, 
achieving 23 million 
sales in a much shorter period than 
the first generation of games due to 
quicker localisation. An enhanced 
third version followed with Pokémon 
Crystal, but new hardware was 
already on the horizon in the form 
of the Game Boy Advance. A new 
generation of games was already 
on the way, this time titled Pokémon 
Ruby and Sapphire. 











How Junichi Masada goes about the process of introducing brand new Pokémon to the series 
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These games took place in 
another new region, Hoenn. “With 
the Hoenn region | wanted to go for 
a feel of abundant nature,” explains 
Junichi. “When | was younger, my 
grandparents lived in Kyushu and 
| would visit them, and whenever 
| was there I'd always be catching 
bugs, playing in the river, catching 
fish and stuff like that, so | wanted 
to bring that feeling of nature to the 
games.” The cohort of new Pokémon 
included 135 creatures, raising 
the total number to collect to 386. 
However, despite support in the code 
for all 386, only 202 could be caught 
in Ruby and Sapphire and trading 
with previous generations was 
impossible, creating a problem that 
the developers would need to solve 
later. Major improvements were 
made to the battle system, including 
team battles in which four Pokémon 
could fight and a new ability system, 
which gave Pokémon passive 
powers that affected battle. 

However, the biggest change was 
an expansion to the non-battling 
play available, with the inclusion of 
Pokémon contests in which your 
creatures would perform their 
moves in front of a judging panel, in 
competition with other trainers. “At 
the time when we were developing 
the games, we really wanted to 
think of a way to expand the appeal 
of the Pokémon games,” reveals 
Junichi. “So we thought of a variety 
of ways that people could enjoy 
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Junichi Masada explains the introduction of Pokémon contests 


» [GBA] Certain moves became more useful 
thanks to Ruby and Sapphire's team batiles, 
ance they hit al opponents 
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gameplay with Pokémon without 
battling them.” Despite this attempt 
to expand the appeal of the series, 
Pokémon Ruby and Sapphire didn't 
sell as well as previous games. 
However, even a dip below par for 
Pokémon produces results that other 
series can only dream of — with 

16 million copies sold, the games 
were comfortably the bestselling 
titles on the Game Boy Advance. 


n 2004, Pokémon FireRed 
and LeafGreen were 
released. These were the 
first Pokémon remakes, 

and according to Junichi were a part 
of the plan as soon as the series 
moved to the Game Boy Advance. 


» [GBA] The GBA's graphical prowess allowed the 
designers to make towns that looked more reahste. 
] | 4 | - 01 | 
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» [GBA] Ruby and Sapphire introduced rival factions of 
evildoers to defeat = Team Aqua and Team Magma. 
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“One of the main reasons [for 
developing remakes] was really 
more of a technological reason, as 
the hardware couldn't communicate 
with each other between the Game 
Boy and the Game Boy Advance. 
Even when we were first developing 
Ruby and Sapphire we knew we 
wanted to players to be able to catch 
all of the old Pokémon as well as the 
newer ones.” FireRed and LeafGreen 
were faithful remakes with improved 
visuals and some expanded content 
to include Ruby and Sapphire's 
improvements, most notably an 
additional post-game quest in the 
new Sevii Islands region. Success 
followed once again, with critical 
acclaim and around 12 million sales. 
The Game Boy Advance was 
superseded by the Nintendo DS 
at the tail end of 2004, but with 
Pokémon FireRed and LeafGreen 
having just completed their 
worldwide release cycle, it was clear 
that all eyes were still on the older 
systems. While the DS received 
the forgettable spin-off Pokémon 
Dash, the Game Boy Advance got 
Pokémon Emerald, a substantial 
game which served a similar 
purpose to Pokémon Crystal by 
providing an enhanced third version 
of Ruby and Sapphire. Fans would 
have to wait until 2006 to get their 
hands on the fourth generation of 
Pokémon games. 
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DE ab are an insane number of Pokémon 
] | IE E Th=EES cs hoots, so Darran decided to look at the 
ps and worst examples 





(tWe wanted to go more in-depth and actually 
have Pokémon appear in the game world 7) 


Shigeru Ohmori on one of the striking new features in Omega Ruby and Alpha Sapphire 


POKEMON PINBALL 

YEAR: 1999 SEQUELS: | 

E Pokémon Pinball was another early Pokémon release that proved 
Nintendo's pocket monsters were perfectly at home in other genres. It's 
most memorable for being one of the first Game Boy Color games to feature 
the underused rumble pack, resulting in an oversized cartridge. While the 
physics are a little off at times, the two tables — Red and Blue — are well 
crafted and feature lots of interesting spinners and ramps. Best of all, 
however, are the Catch' and 'Evolution' modes that see you either trying to 
capture or evolve a specific Pokémon in under two minutes. And if you want 
that true Pokémon vibe, then use the Pokêdex to catch all 151 Pokêmon. 









Ie 
POKÉMON STADIUM ái 
YEAR: 1999 SEQUELS: 1 
E When Nintendo revealed Pokémon were heading to the N64, we assumed 
= an awesome 3D-based RPG. We assumed wrong. 

Despite our initial disappointment, Pokemon Stadium proved an 
essential addition to any Pokefan's collection, due to its ability to let you 
transfer — via the Transfer Pak —- Pokémon from Red and Blue and battle 
with them in glorious 3D. Fighting takes place across four cups, with the 
player choosing from six available Pokémon. It's essentially just the 
scrapping from the original games, but made better due to the 
impressive-looking visuals. We d argue the sequel is the better 
game, however, due to some truly brilliant mini-games. 
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YEAR: 2005 SEQUELS: 4 
E The big hook of 
Mystery Dungeon was 
that it was the first 
time you could 
properly play as 
Pokémon. The fact 
that its two versions 
let it link between the 
Game Boy Advance 
and DS didn't make it 
too shabby either. 

For those unaware, 
it's effectively Game 
Freak's spin on the 
rogue genre, with 
Pikachu and pals exploring popular locations 

from the series and taking part in turn-based battles. 
While easier than most examples of the genre, 

it's still quite tricky in places and link-up with both 


versions is crucial if you want to gain access to all the 


available Pokemon. 


POKÉMON MYSTERY DUNGEON 





























POKEMON RANGER 
YEAR: 2006 SEQUELS: 2 
E Trust Nintendo to 

make drawing patterns 
interesting. Unlike 

previous Pokémon games, | 
Ranger requires you to 
capture Pokémon by 
drawing specific circles 
around them. It's clearly 
used as a justification for 
the DSs unique control 
system, but it admittedly 
works well, getting quite 
challenging on later 
stages. Unfortunately, 
while the mini-game- 
based capture sections 
are good fun, the main 
adventuring is pretty dull and feels quite light 
compared to typical Pokémon adventures. 





THE EVOLUTION OF PoHÉMON 


» [DS] While 3D visuals made their debut m Diamond 
and Pearl the presentation was little changed 


Route 212 É 





okémon Diamond and 
Pearl brought a raft of 
changes for fans to enjoy, 
many of which were by 
now series standards. The game 
took place in the brand new Sinnoh 
region, a large island bisected by 
a long mountain range. Eight new 
gym leaders and a new Elite Four 
were available to battle, and 107 new 
Pokémon were added for players to 
catch, bringing the complete total up 
to 493. The battle system was also 
further refined, with many attacks 
reclassified as physical or special 
based on how they operated — for 
example, Volt Tackle became a 
physical attack as it involves one 
Pokémon making contact with 
another, while Shadow Ball doesn't 
and therefore became special. 
However, the most exciting new 
possibilities were a direct result of 
the series" move to a new platform. 
For a start, the DS was Nintendo's 
first handheld platform to be 
designed for 3D graphics, which 
had the potential to revolutionise 
the way the games were presented. 
However, Diamond and Pearl 
were relatively tentative steps into 
3D - battles received an improved 
set of 2D sprites so only the 
environments were overhauled in 
3D, and they rarely offered much 
functional difference to their 2D 
counterparts. Still, they did allow 
for some surprising new design 
possibilities, as Junichi recalls: “One 
of the great things about moving 
to the 3D environments with the 
DS games was that we could do a 
lot more dynamic presentation, for 
example moving the camera around 
freely. It's kind of hard to explain, 
but being able to control the 
camera actually changes the 
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» [DS] Pokémon can follow you outside of their Poké Balls in 
the fourth-gen games, a feature that debuted in Fellow 
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Take a look at it! 
SUTCUNE is waiting for you! 
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» [DS] The urban regions of Black and White look more 
realtstic, thanks to less grid-based map design. 


» [DS] Gym layouts have become increasingly elaborate in recent games 


even remade ones like this example gain some new tricks. 
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» [305] Old Pokémon like Mewtwo have been updated for the first time in generations, due to the new Mega Evolutions. 
* We really like to focus on creating 
incentive for people to meet up with 

each other in real life | 


Why the main series sticks to handheld systems, according to Junich Masada 


» [305] Omega Ruby and Alpha Sapphire introduce the 


apar mechanic, providing impressive views of Hoenn. 
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hen asked about 
his transition 
from in-house 
Mikro-Gen coder 
to freelance 
developer, 
Hattaele Cecco isn't sentimental. 
“Things weren't going well at Mikro- 
Gen after the failure of their Micro-Plus 
game Shadow Of The Unicom. All the 
programmers had worked in a separate 
office away from the rest of the 
company, but we d been merged into 
the new offices along with all the other 
staff. | think all the coders had itchy feet 
by then and it was just a matter of time 
before we all left, so [there was] no 
emotional wrench at all really.” 
Mikro-Gen felt differently, however, 
and so, as consolation, Raffaele 
developed his first freelance project for 
the firm — while also designing a second 
more ambrtious title. | dont think they 
were very pleased | was leaving, so 
| agreed to do the Cop-Out game on 
a freelance basis as a peace offering. 





dd 


Having learned his trade at Mikro-Gen, Raffaele 
Cecco made his name freelancing for Hewson 


Consultants. Rory Milne finds out how he ensured his 
debut Hewson title Exolon went off with a bang 


Inspired by a 'cops and robbers' shooter 
| dd seen in an arcade, it didn t really 
need much work, so | did that while 
designing Exolon. My 'office' was 
already set up, as most programmers 
would have their own computer at 
home to experiment on in those days. ' 

Exolon would share Cop-Out's 
arcade sensibilites and linear gameplay 
but also the puzzles and expansive 
nature of Raffaele's earlier map-based 
shooter Equinox. “Flick-screen games 
obwoushy had all the action and puzzles 
designed to work on individual screens 
— all that happened with Exolon was 
that there was only one exit point on 
each screen as opposed to up to four in 
Equinox. The design was a Ittle easier, 
as | didn't have to worry about lock-and- 
key puzzles across multiple screens, so 
| could focus on the arcade elements 
a bit more. Equinox was a bit light on 
arcade elements, so | definitely wanted 
to add more into Exolon. 

Gloriously over-the-top explosions 
and near-constant firefights would prove 


à Equinox was a bit light on arcade 


elements, so | definitely wanted to 
add more into Exolon 77 
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» [2X Spectrum) Getting past 
double-barrellêd canohs 
requires a combination Of 
crouchang and standing fire 
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to be Exolon's most memorable arcade 
elements, with Hollywood inspiring 
these as much as earlier games. | 
vaguely remember being influenced by 
games like Commando and Jet Pac, 
and, of course, the 1980s was the 
decade of Rambo, Terminator etc, so 
[there was] no shortage of influence 
there either. 


aving found Exolon's 
direction, Raffaele chose 
on-screen design over 
detailed storyboarding as 
his starting point and asked animator 
Nigel Brownjohn to design his game's 
main character. "Knowing how | work, 
| doubt there were many notated 
sketches! [There] would have been 
on-screen visuals, as | realhy can t draw 
at all. | preferred to dive straight in and 
get something up and running as soon 
as possible. | remember using squared 
paper to layout the basic positioning 

Of things on each screen, though. All 
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the tweaking was done by playing and 
adjusting. At Mikro-Gen we used a 
custom package to draw graphics on 
that actually ran on the Spectrum! | 
believe Chris Hinsley had developed that 
before | joined, and it was hooked up 
via a cable to the development machine 
where you would upload the graphics 
When | left Mikro-Gen, | continued 
using that package for a while. You 
would draw by moving the cursor 
around with keys and [using] the space 
bar to add or remove pixels. lt was 
designed for speed. Nigel Brownjohn 
was a briliant animator and | asked 
him early on to design the character. | 
believe | added the exoskeleton armour 
and double-gun myself, which was easy 
to do over the base animated character." 
However, long before powering-up 
Exolon's player character Vitorc and 
soon after designing the game's first 
bitmaps, Raffaele had started work on 
coding. “Definitely as soon as | had 
some basic initial graphics — I'm far 
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RUN-AND-GUN 
CLASSICS 


Other memorable titles from 
the popular subgenre 


» [2X Spectrum] Alen 
birth-pods can be ruptured 
with a gréhade,but their 
occupants require multipte 
shots to dispatch 
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» [2X Spectrum] An 

| unusualky quiet zone 
has you coliectng your 
thoughts as you gather 
more ammo and grenades 
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£ £ Each screen was a 
simple, self-contained puzzle 
in many respects 77 


too impatient to wait for loads of 
graphics to be drawn before starting 
coding. | may have used a few concepts 
from earlier games, but most of the 
code would have been written from 
scratch. Techniques were still evolving 
on the Spectrum and you always 
wanted to do something new and push 
things further. | used a portable CP/M 
machine - a very old OS, even older 
than MS-DOS. The computer had twin 
floppy drives and a small green screen. 
The hd had the keyboard built-in and 
the whole thing was about the size 
of a small suitcase. You connected 
the Spectrum to this machine via the 
Spectrum's joystick port, which had 
been hacked to act like a serial port. You 
would write the program in Word Star — 
an old word processor — compile it with 
a Z80 compiler and then send it down 
to the Spectrum to test. That was state- 
of-the-art back then, albert rather slow.” 

Developing Exolon's code and 
graphics concurrentiy and outsourcing 
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Vitorc's animation soon allowed Raffaele 
to produce a demo to show around. 
Happily, Hewson shared Raffaele's 
appetite for destruction and respected 
his freelance status. “Il had the first few 
screens created and Andrew Hewson 
particularly Iked the backpack rocket 
that shot out and blew up obstacles. 
There was no desire to develop In- 
house, especially as I'd already made 
good progress on my own.” 


ith a publisher in place, 
Raffaele was free to 
expand on the set- 
piece visual elements 
that would help define Exolon. "The 
rocket launcher was added for a twist 
to the shooting gameplay, instead of 
just solely relying on the handheld 
blaster to shoot aliens. lt was a simple 
gameplay rule: moving aliens were shot 
with the blaster; large static obstacles 
required rockets. | suppose the rocket 
launcher's use was rather like a grenade 
in other games. The exoskeleton and 
double-gun was just a classic 'power- 
up mode, loosely enalogou Jus to > Mario 
picking up a mushroor 

bigger and faster. | had cvtisiy Ué 
that a pick-up should activate it, but 
instead | opted for the changing-room 
device, which made it altogether more 
interesting. The alien double-barrel gun 
was evolved from wanting the player to 
encounter a situation where he had to 
walk, duck and fire very quickly. | used 
a similar idea in Cybernoid where you 
had to quickly hop over obstacles and 
hide in Iíttle ditches while a gun fired at 
vou. The quided missile was added for 
a sense of immediate panic when you 
entered a scene. As soon as you saw 
It, you knew you had to reach cover 

or destroy the control beacon within 

a few seconds. | vaguely remember 
the teleporters being influenced by the 
movie The Fly stamng Jeff Goldblum 

— although | may be mistaken. They 
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THE MARINO OF: EROLON 





CYBERNOID Il 
SYSTEM: Vanous 


YEAR: 1988 


certainly worked in a similar way. The 
birth-pods were actually influenced by 
the swarmers in the coin-op Defender.” 
Of course, Raffaele still had to 
assemble these component parts into 
various combinations to create Exolon's 
many challenging levels. “Once | had 
my 'palette of gameplay elements, ft 
was actually rather easy to design each 
screen — to mock up the positions and 
distances of things on squared paper 
and get them working In the game. 
Being an 'instant death' 
game, | had to make sure 
vou didn't end up in tdo 
many situations where a 
number of obstacles and 
aliens made it impossible 
to get through without 
being hit. As the game 
progressed, | made the 
layouts tighter with fewer 





CEERGDES 

done, but... the 8x8 
foreground blocks were 
just done by splatting 
them on after the sprites 
had been drawn. The 
different sprite routines 
were probably optimised 
for sprite size to get the 
last drop of performance 
out of the Spectrum, and 


life-saving gaps between URIDIUM the aliens moved around 
elements. Each screen was SYSTEM: VARIDUS via pre-stored paths 

a simple, self-contained YEAR: 1986 with am initial random 
puzzle in many respects, ZYNAPS vertical position.” 

and that Idea was later SYSTEM: VARIOUS Aside from coding and 
expanded on in Cybemoid. YEAR: 1987 visual wizardry, Raffaele 
The split-screens were NEBULUS «picrureo) strved to complete 
added to make full use SYSTEM: VARIOUS Exolon's numerous levels 
of the screen area once YEAR: 1987 as ex-Mikro-Gen cohort 


the player had become 

acclimatised to the controls and 
mechanics, and to add vanety for the 
next time you played.” 

As Exolon's mechanics evolved, 
Raffaele enabled sprites to pass behind 
foreground scenery and accelerate 
according to size, and made alien 
movements and numbers random - 
although his memories of how have 
faded slightly. “Il have to admit to being 


rather hazy about how things were 


Nick Jones worked 
wonders with the Spectrum 128K's 
sound chip and contributed ideas — as 
did an attentive Hewson Consultants. 
“Nick got roped into doing music 
because he was a pretty good pianist 
as well as an excellent programmer. 
| do remember really lking the tune 
for Exolon. I'm not sure about the 
sound effects — it may have been 
Dave Rogers who did those, although | 
cant remember for sure. I've no doubt 








DELIVERANCE 
SYSTEM: Various 


YEAR: 1990 








everyone pitched in game ideas, but 

| don't remember any specífics. | do 
remember Andrew Hewson suggesting 
Exolon' as a name - because of the 
character s exoskeleton mode - and 
also naming the birth-pods in the game. 
| don t remember any glanng technical 
issues with Exolon. It was mostly the 
design of all the levels and graphics 

that took some time. They were a 
pretty organised bunch at Hewson 
Consultants and kept an eye on the 
project throughout development, so 
there were no surprises or big changes 
required at the end. 


affaele recalls Exolon's 
triumphant critical reception 
vindicating his freelance 
status, his excellent Amstrad 
port being easy to deliver and Nick 
Jones's C64 version borrowing his 
graphics. Tt was great seeing all 

the positive reviews, and it was 
especially satisfying because it was 

an original freelance project, which 
made it uniquely personal as opposed 
to creating something in-house. The 
Amstrad conversion was dead simple. lt 
only took a couple of days. It was simply 
a case of redrawing all the graphics [in] 








SECOND praaaa 
SYSTEM: Vanous 
YEAR: 1993 


lower resolution [with] more colours, 
rewrnting the sprite routines and slotting 
in the sound effects. Other than that, 
the code-base was identical. Nick did 
a briliant job with the C64 version — he 
Ived close to me, but | just left him to 
t... Itused the Amstrad background 
graphics but the Spectrum sprites. Of 
course, he had to write all the code from 
scratch in 6502 assembly language.” 
Although Raffaele played no part in 
the development of the later Amiga 
and ST Exolon ports, having moved 
onto other projects, he was impressed 
by their visuals. "| remember thinking 
how nice all the new graphics looked 
— certainly not my work as my talents 
were maxed-out at eight colours! 
Asked if he would change anything 
about Exolon with hindsight and about 
the continued high regard for his 8-bit 
classic, Raffaele offers a few tweaks 
and a modest, heartfelt appraisal of his 
game's reputation. “Aside from maybe 
another couple of gameplay elements 
and another level or so, | don't think | 
would add that much more. A more 
interesting end sequence apart from 
congratulatons might have been 
appreciated. It's flattering that people 
still remember Exolon with such fond 
memories. The continued interest in 
the game does surprise me, though, 
what with all the bells and whistles 
on even the simplest modem games. 
There's a lot of nostalgia for the fun, less 
stressful times of our youth | suppose; 
'm pleased that | contributed to that for 
some people, even in a small way." 
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25 PERRS-BF-THE NEC TURBOGRAFH-16 


Redesigned and renamed, NEC's TurboGrafx-16 
failed to capture the market the way its Japanese 
sibling, the PC Engine, had. On its 25th anniversary 


Kieren Hawken discovers why 


e won't go into the history of the Japanese 

machine or even go on about how great it 

is, because you have read that all before. 

But what you need to know is that the 

PC Engine was first released to Japanese 

customers in October 1987 and it quickly 

took the market by storm. Designed 

by Hudson Soft and manufactured and 
marketed by electronics giant NEC, it went straight into a 
head-on battle with the mighty Nintendo Famicom. VVhile the 
PC Engine (PCE) also featured a 6502-based 8-bit CPU, like 
Nintendo's machine, its custom 16-bit graphics hardware and 
highly adaptable six-channel sound chip raised it well above 
its competition. One of the console's key features was its 
size: with dimensions of 14x 14x3.8cm, the PC Engine once 
held the record for the world's smallest game console. And 
its games came on equally minute HuCards, not unlike the 
Sega Cards that had previously been seen on the SG-1000 
and Master System consoles. The PC Engine's almost instant 
success saw a huge amount of publishers supporting the 
machine; companies such as Capcom, Konami, Taito, Namco 
and Data East all produced third-party games for the system. 
The PCE also became the first console to take advantage of 
the burgeoning CD-ROM format when the Super CD-ROM? 





add-on was released just over a year after the console's 
launch in December 1988. Japanese sales soared to over 
seven million and the system wasn't discontinued until well 
into 1994, while new commercial titles were released for the 
PCE up until 1999! 

But what of the Westem market? With the PC Engine's 
success in the Land of the Rising Sun, it only seemed natural 
that North American and European releases would follow. 

In August 1989, nearly two years after the Japanese launch, 
the console would finally be introduced to North American 
audiences as the NEC TurboGrafx-16. This moniker was 
chosen to promote the console's superb 16-bit graphics, the 
key feature that put it above the market-dominating Nintendo 
Entertainment System. However, the name was not the 

only new thing about it: the system had also been heavily 
redesigned and grown greatly in size. Test markets had shown 
that the American market lived by the phrase "bigger Is better”. 
They had big cars, big meals and big houses, so naturally NEC 
thought that US consumers wanted a big console. The new 
dimensions were 36x30.8x8.2cm, over twice the size of 

the original machine. It also featured a sleek black casing, to 
better match the televisions of the time. NEC opted to bundle 
the system with the game Keith Courage In Alpha Zones, a 
strange choice given that it was based on an unfamiliar e 
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» Ône interesting aspect of the TurboGrafx 
5 that the on sumtch locks the current 
game into place. Just ke on the Game Boy 


» Sadly the TurboGrafx n'tRGB ig 


| compatible, meaning you'll need to modit “rara 
m order to get the sharpest picture. Ss 


pb Japanese anime series. The first test markets 

took place in Los Angeles and New York where the 
machine was positioned as a rival to the NES, with 
advertising and promotional activity all geared towards 
taking a slice out of Nintendo's market share. These 
ads all touted the console's superiority over the NES 
and showed gamers the impressive graphical and 
audio abilities of NEC's console. But this competition 
was short-lived as at almost exactly the same time 
Sega was also test-marketing a console of its own, the 
fully 16-bit Genesis. Sega was well aware of its rivals 
and the Genesis launch was accompanied by an ad 
campaign mocking NEC's claim that the TurboGrafx-16 
was the first 16-bit console. 


| EC had seen trouble ahead, with Sega's 

| machine gaining all the momentum in both 
the highly lucrative North American and 

| European markets. Fortunately it had a 

few aces up its sleeve that would hopefully 

| stem the tide and tum things back in its 
favour. The first of these was the release of the Super 
CD-ROM? add-on on American shores. It would be 
launched at the eye-watering price of $399.99 with 
launch games including Fighting Street (a conversion of 
the onginal Street Fighter coin-op), Y5 Book | & Iland 
Monster Lair. There were also plans afoot to release an 
all-in-one version of the console, as well as a handheld 
version of the machine. The Turbo Duo would become 
the first console to feature an integrated CD-ROM 
drive and would also play all your Hulard games. The 
Turbo Express would be the name of the handheld 
edition, which, like the Turbo Duo, was almost 
identical in design to the Japanese model. A beautifully 
designed — but amazinaly battery-thirsty — portable, 

it would feature a 2,.6-inch backlit LCD screen and 
optional TurboVision add-on that could be used to pick 
up all your favourite TV channels. With an expensive 
launch price of $249.99 it would fail to challenge its 
handheld rivals, which included the Sega Game Gear 
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6 6 HE SUMMONED SAIO CONTRACTOR 
AND, IN FRONT DF ME IN À SMALL 
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and Atari Lynx as well as Nintendo's all-conquering 
Game Boy. An interesting feature of the handheld 
was the TurboLink cable that allowed you to connect 
two machines together for multiplayer action. NEC 
even released several games that were designed with 
this feature in mind. The flight simulator game Falcon 
included a head-to-head dogfight mode that could 
only be accessed via TurboLink. By March 1991, NEC 
announced that it had sold 750,000 TG-16 consoles in 
the US, well below its own expectations. 

Meanwhile European gamers, who were already 
familiar with the PC Engine thanks to mail-order 
import shops and magazines such as C&VG, were 
eagerly awaiting the European launch of the console. 
NEC had actually taken out paid adverts in magazines 
encouraging consumers not to buy these modded 
grey-market import machines and instead asked 
people to wait for an official release. NEC had intended 
to follow the 1989 North American release of the 
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The TurboGrafx-16 was not the only machine 
to look different to its Japanese counterpart. 
Here are some other notable examples... 


NINTENDO ENTERTAINMENT 
SYSTEM / FAMICOM 


E The Nintendo Famicom underwent a major 
redesign to become the NES. Not only did e +» 


Nintendo change the name and give it a new e 
case, it also changed the format of the cartridges A, 


and the way you inserted them. The NES is also E 



































WEST 








much larger than the Japanese machine, 


ATARI 2600 / 2800 


E Of the very few Western machines redesigned 








for the Easter market, the Atari 2600 is the 1 
most notable example. Rebranded as the 2800, e 
E Wiãa the TurboGratx does look nice, it's | gone was the iconic wood grain and its place was 
nowhere near as gorgeous as the onginal a sleek plastic case that featured four controller 
Pt Engine. À poor design decision ports. The design would later be reused for the 
7800 ProSystem. 
TurboGrafx with a 1990 European one. Dropping the 
16' part of the name that Sega had openly mocked, SEGA MASTER SYSTEM / 
the machine would also change in colour from black MARK IH 
to grey. NEC intended to release the TurboGrafx in the - CANA ES CE A QuE PoE E 
UK, Germany and France initially, with other markets Sega Mark Illin the Land of the Rising Sun. lts 
following. Consoles were produced, games with | long white case and controllers were highly 
multi-language boxes were made up and everything reminiscent of its predecessor, the SG-1000. The 
was ready to ship. The European iteration would be machine was redesigned for the Western market 
bundled with Blazing Lazers (aka Gunhed) and would before the Master System design was adopted 
E do ind be fully compatible with the North American model, for its country of origin 
but not the Japanese one (same as with the TG-16). 
Magazines of the time were eagerty anticipating | PHILIPS / SONY CD-i 
the launch of the console but were also dubious E It's well known that Philips and Sony co- 
about whether it would be able to compete with the created the CD-i multimedia format. But did you 
» Turbo Playwas one of several Sega Mega Drive, or the recently announced Super | Ú know that Sony released its own versions of the 
magazines produced to support Nintendo that was also on its way to European shores. CD-i in Japan? As well as translating many of 
a NEC had also begun to court European software as | the US and European releases, Sony produced 
à À houses In order to get them to produce games for original CD-i software for its home market. 
ww the TurboGrafx. The company felt that the machine 
needed more 'Western styled games” and opted to SUPER NINTENDO / 
produce new games rather than translate more of | SUPER FAMICOM 
the Japanese titles. One of the first companies NEC . E Affectionately known as the SNES, this 
tumned to was Loriciel, a prolífic French publisher and console is unique in that it was redesigned for 
developer best known for titles such as Skweek, | | the North American market and then changed 
André Panza Kickboxing and Jim Power. Pascal Jarry back to its original Japanese design for European 
was the development manager at Loriciel and was consumers. It likely has something to do with the 
asked to evaluate NEC's console on the company's ugly purple and white look of the North American 
» [TurboGrafx-16] Sega had Sonic, behalf. “I had created the original version of Panza machine that received a lot of criticism. 
eres dog ro ickboxing and Loriciel had just signed a deal with 


Bonk! He might not be as identifiable A 
but the games are very good. NEC to adapt the game to their machine,” he dá 
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D remembers. “| had evaluated the TurboGrafx but 

| had no personal interest in programming It, sorry to 
say. At the same time we had so much going on in 
Europe. | was mainhy programming onginal games and 
managing teams.” But it wasn't all negative news, as 
he goes on to explain: “On the other hand, | was very 
excited by Japan and | had learned the language during 
three intensive years. | was able to speak and write, 
good enough to work over there anyway, so | was In 
charge of overseeing various Japan-related stuff such 
as all the PC Engine adaptations we were doing like 
Baby Joe, Davis Cup Tennis and Skweek etc.” 

It was an enjoyable time for Pascal. “For each new 
TurboGrafx master | was flying over to Japan for the 
final tests, as we did not have the material in France, 
he recalis. “That was very exciting.” The smile soon 
turns to laughter as Pascal remembers one particular 
series of events. “VVhen the Japanese distributor 
wanted Fanza to be adapted for the TG, | proposed to 
do it in six months but it was too long for them. They 
found another developer in Japan who proposed five. | 
wished them luck when they started and the Japanese 
distributor was saying that Japanese programmers 
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DAVIS CUP TENNIS FALCON 
LORICIEL 

E À conversion of the popular home 
computer game of the same name, 
DEE DA EE NEVE 
uses a split-screen viewpont with a 
window for each player. It also allows 
up to four players via the Turbo Tap 


adaptor, making it a great game to 


play with friends. 
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SPECTRUM HOLOBIYTE 

E Along with Accolades Gunhoat, 

this is one of two 3D simulations 
released for the machine. The TG 
version compares quite favourably 
with its 16-bit computer counterparts. 
The polygon graphics are a very 
impressive achievement indeed, but it 


is a little hampered by the controls. 





HAD ALL THE MUSIC 
WRITTEN AND IN THE GAME THEN 
WE ALL WENT OUT AND GOT 
DAUN.. ÀS TOU DD 


Barry Leitch enjoyed working on Impossamole 


are better”. Fair enough | thought. Problem was when, 
seven months later, the game was not finished. 
The big boss was upset and his pride was hurt. He 
summoned said contractor and, in front ofme, in a 
small room, starting slapping him while calling him 
names, very clearly so | could understand! It was like 
“you said six months and you were nght Pascal. This 
moron said five months and he is a moron (slap the 
back of the head). He really is a stupid arrogant failure 
(slap) and | should have believed you. lt was pretty 
weird, | can tell you!” 

As well as Loriciel in France, NEC had signed up 
the well-regarded Gremilin Graphics in England to its 


Prim 
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IMPOSSAMOLE 

GREMLIN GRAPHICS 

PAi ss ESC SE 
popular Monty Mole franchise, 
Impossamole is much more of a 
standard Mario style platformer than 
previous games in the series. Monty 
now takes the form of a beefed-up 
superhero who must use his powers 


to stop an alien Invasion. 


TURRICAN 

ACCOLADE 

= Manfred Trenz's Turricanwas a 
huge hit on the home computers 

and soon made its way to several 
consoles, too, the TurboGrafx being 
one of them. This version of the game 


holds up really well and features nice 


excellent music. 


cause. Alex Davis was a lead programmer at Gremlin 
at the time and was quickly throw In at the deep 

end. “Gremilin were expanding onto console, and NEC 
were looking for VVestem developers to create games 
for the European and US markets,” he explains. “The 
original plan was for us to develop TurboGrafx versions 
of Venus The Flytrap and Switchblade ||, but Monty 
Mole made more sense from a marketing point of 
view as he was a much more identifiable character, so 
my first project was a conversion of Impossamole” He 
was quick to expand on the challenges he faced. “A 
large cartridge emulator (about the size of a desktop 
PC) was plugged into a regular retail TurboGrafx. NEC 
supplied an assembler, linker and fairly basic command- 
line debugger. While the tools were adequate, Vestemn 
dev tools were far superior to Japanese ones. The TG 
tools were a bit of a culture shock at first, but usable. 

It also meant | got my first 386 PC, which positively 
ripped along at 33MkHz.” 


lex also remembers facing several obstacles 
when it came to the sound. “As was often 
the case back then, audio was very much 

an afterthought and left until very late in 
development,” he recalls. “We had some 
audio tools that DMA Design had developed, 
but they needed a colour monitor and our manager 
wouldn't get us one until we needed the tools. 

We only got one when Barry Leitch came in from 
Imagitec Design. At which point we found that the “full 
audio system' we had been told we had was just a 
waveform editor and nothing else. This resulted in us 
having to write a complete audio driver from scratch in 
a day. Funny? Not at the time. 

Retro Gamer managed to contact Barry himself, 
who recounted the following story to us. “Gremlin had 
decided to convert Impossamole to the TurboGrafx 
and needed the music converted to it. VVe didn't have 
a dev kit at Imagitec and nobody knew ff there was 
a music driver that came with it or not. So they sent 
me down to Gremtlin for five days to work with the 







ANDRÉ PANZA 
KICKBOXING 
LORICIEL 


E Another conversion from 16-bit 





home computers, this excellent one- 
on-one fighting game features over 50 
different moves! You must train your 
fighter, spar and then work your way 
SOME up to a final confrontation with the 


legendary André Panza himself. 
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Although the TurboGrafx-16 started off as a Japanese machin 
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programmers and get it all done. VVe sat down on 

the Monday and planned out our week. | explained 

the data format we used on all the other drivers, 
instrument parameters and arpeggjios, things like that 
we could use to make the music sound better. They 
pored over the manual reading what the hardware was 
actually capable of. By Thursday they had the music 
driver done, they were very talented programmers, and 
| had all the music written and in the game, then we all 
went out and got drunk... as you did!” 

Due to the machine's failure to capture the North 
American market and the huge presence of its rivals 
Sega and Nintendo, NEC cancelled the launch of the 
TurboGrafx in Europe (see boxout) at the very last 
minute. NEC also decided to give up on the console 
in North America and in 1991 it handed over control 
of the TurboGrafx-16 to Turbo Technologies, Inc (TTI). 
The new company did its best with the machine and 
continued to release games up until 1993, when the 
machine was finally discontinued in North America. All 
remaining stock was tumed over to TurboZone Direct, 
a small company that continued to sell the console and 
games via mail order for a few more years. Eventual 
sales in North America hit 2.5 million, a figure that 
paled in companson when compared to its nvals. Given 
the machine's impact in Japan, you can't help but 
wonder what went wrong, so we asked a few people 
involved with the machine what they thought. 


Paul VVeller, who runs the PC Engine Gamer 
website and publishes the same-named magazne, 
has some interesting thoughts on NEC's problems. 

“ They should have fired the marketing department 

for starters,” he begins. “One of the most appealing 
things for me about the PC Engine was the uniquely 
Japaneseness about it, which lent it an air of foreign 
mystery. But in the US they did their best to strip away 
all the cultural references, [particularly on] the covers. 
There was literalhy nothing appealing about those 
games if you saw them sitting on a shop shelf.” Pascal 
believes it was doomed from day one: “| don't believe 
the TurboGrafx had a chance. It didn't have a killer app 
(from a European point of view). It's not about pushing 
the hardware, it's about getting the proper games for 

a European audience. You need to be an arcade game 
fan to play PC Engine or a Japan lover. This is not mass 
market in Europe.” 

NEC's console may have suffered from poor 
marketing and a lack of support, but there's no denyving 
that it has a nch selection of games, particularly for 
those who loved arcade conversions. VVho knows 
what might have happened if it had enjoyed the same 
success it had first received in Japan? 


Special thanks to: Paul Weller, Andrew Darovich, 
Alex Davis, Pete Mortimer, Barry Leitch and 
Pascal Jarry. 


e, there were actually a number of games that were 


developed in the US and Europe that never made it to the PC Engine. Here are ten of the best... 


also exclusive to the system and was 
clearly produced with the American 
public in mind. You play as a cool 
skateboarding dude who must stop 
an alien invasion using his handy 
catapult. The game also uses a fairly 


unique isometric-style view. 


TALESPIN 


Based on the popular Disney 
cartoon series of the same name, TG 
TaleSpin is different to the Nintendo 
and Sega versions of the game. In this 
attractive-looking platformer you play 
as Baloo, making his way around the 
various themed levels, chucking stuff 
at the bad guys. 














ORDER OF THE GRIFFON 


Any fans of Eye Of The Beholder 
should definitely seek out and play 
this excellent Dungeons & Dragons- 
based RPG from 55]. The game is set 
in the nation of Karameikos within 
D&D s Mystara setting and uses the 
Basic Dungeons & Dragons rules 
instead of the AD&D ones. 





In the late Eighties and early 
Nineties, wrestling was huge in North 
America so it's only natural that a 
grappling game would make its way 
to the TurboGrafx. Itmight not feature 
any real WWE superstars, but many of 
the characters here will certainly feel 


very familiar. 
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RADIANCE SOFTWARE 

Based on the cartoon series, 
Darkwing Duck was one of the last 
games released in North America 
tor the TurboGrafx after Turbo 
Technologies took over the machine. 
It's pretty standard platforming fare 
with some nice cartoon-quality 


graphics and whimsical music. 
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» [2X Spectrum] Love or hate her, Tynesoft's Super Gran 
followed the familiar Adventure International UK format 
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Go West: Mike Woodroffe strikes a deal 
to convert American text adventures 
to British computers. Go East: He 
commissions his own titles under 
the banner Adventuresoft UK. David 
Crookes examines their history 
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» [ZX Spectrum) The usual North, South, East, West took 
on a new dimension in Spider-Man: “I'm on the ceiling.' 





here is a series of shorts 
on Youtube called kids 
React, in which children 
are shown technology 
products of yesteryear 
and are asked to Interact 
with them. The producers film the kids' 
reactions while their faces contort with 
confusion as they stab their fingers into 
the holes of a phone's rotary dial or 
fumble around trying to work out where 
chunky cartridges go in retro consoles. 
If we were to tell such children that 
Scott Adams's game Acventureland 
caused a sensation when it was 
released in 1978, their brains would 
likely explode. They'd be amazed by the 
first adventure game to be playable on a 
home computer, particularly because it 
threw players into an imaginative fantasy 
world and asked for it to be navigated by 
typing two-word, verb-noun phrases. 
As readers of Retro Gamer know, 
that is the nature of what has come 
to be known as interactive fiction 
and Scott — back then a 26-year-old 
fledgling BASIC programmer bom in 
Miami, Florida — was an early master. 
Inspired by Will Crowther's Colossal 
Cave, written a couple of years earlier 
on a PDP-10 mainframe machine, 
Adventureland was a major success. 









Scott came to be seen as one of the 
eariest founding figures of the entire 
computer gaming industry. 

indeed, Scott was on a roll as the 
Seventies tumed into the Eighties, 
his brand of simple descriptions, first- 
person storytelling, creative worlds, 
clipped commands and a reasonable 
vocabulary of 120 words making for 
rather playable non-graphical games. 
He sold them under the brand 
Adventure International, placing adverts 
in computer magazines such as Byte 
and fulfiling the orders himself. He also 
coined a catchphrase of sorts. What 
should | do?” his games would scream. 

The firm's name was something of 
a misnomer, however. lt wasn't quite 
global. While Scott was effectively a 
developer and self-publisher and there 
was potential to sell his games around 
the world, they were being ported to 
machines such as the Atari 8-bit series, 
Apple Il and Commodore PET, which 
were distinctly more popular in the 
US. At the same time, he was writing 
titles that were proving to be highly 
sought after. One after another, the likes 
of Pirate Adventure, Secret Mission, 
Voodoo Castle, The Count, Strange 
Odyssey, Mystery Fun House, Pyramid 
Of Doom, Ghost Town and Savage 
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EXS The Fighting Fantasy series 
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Island were snapped up by players. Only 
they were not getting the international 
airing Scott's talents deserved. 

In the UK, the text adventure scene 
was also growing, boosted by the lack 
of processing power and memory of the 
early computers. Among those enjoving 
having his imagination pricked by words 
alone was Mike VVoodroffe, who owned 
a popular shop in Birmingham called 
Calisto Computers, one of Britain's very 
first. It was based within his family's 
music store, but Mike had started to 
see the money-making potential of 
gaming and realised there was a wealth 
of top-quality games being produced in 
America that were ripe for import. 

“The computer shop was the catalyst 
really,” Mike explains. “Although we 
were selling Apple lles, we found 
that there was a very big demand 
for software, but the only place we 
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could really get a good supply was in 
America. VVe started to Import games 
from companies like Instant Software 
under a brand called Callisto Software. 
One of the firms we approached was 
Adventure International. | had a good 
talk with Scott and we struck a deal.” 
The initial deal was to simply import 
Scott's games. Mike figured that it 
would be cheaper and more effective to 
manufacture the games in the UK than 
have bulky boxes shipped across the 
Atlantic. But merely importing Scott's 
titles was failing to capitalise on a 
growing home computer market in the 
UK: Scott's games had not been ported 
to the ZX Spectrum, Dragon 32 or BBC 
Micro and it was leaving a gaping hole. 
A computer gaming magazine raised 
concerns about this in an interview 
with Mike, who admitted he did not 
have anyone to work on these > 
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In the know 


EE Mike Woodroffe ran Callisto Computers, 
importing American games under the 
dias Ca Software. 

E itwas based in Woodroffe's family music 
store. US Gold founder Geoff Brown worked 


E Adventure International UK converted Scott 
Adams' Adventure International (Al) games 
for British machines, de graphics. 

E AIUK licensed non-Al games induding 
Gremlins, which came runner-up as best 
adventure in the 1985 Golden ER 
E Al went bust and AIUK became 
Adventuresoft. tt won the Fighting 

Fantasy licence. 

EE Adventuresoft was once based in 

the building onginally occupied by the 
Birmingham Mint. It moved to a system of 
home anna 

E People were based in Oxford, Bristol, 
id o Le 

E Key programmer Brian Howarth left for a 
while, std eai but returned. 

EB As well as usng modems and posting Zp 
disks to transfer data, workers would pop to 
each others didi disks. 

E Horror Soft was created to make horror 
adventures such as Elvira 

E Simon The Sorcerer was inspired by 
Dungeons & Dragons. Simon Woodroffe came 
tha ud ed tb 

E Headfirst was created in 1998 to develop 
Perante q 


ASAS III 


ae a dd Fr o. t » a q 
Lolvie ; ernationa! 


2 Scott Adams originals to appeal to a wider audience. 


+ À Yidiny photo but nona wubiskh ch 

hi kh no ANLITSTIDAS Scott Ad ims (ho nf eh 

Dig hair and glasses) assembled wit LAdams (he of the 
SETTING AT Súmeo val lmaa Ná 

Characte a Md ' El-Engyyn Marve 

E! Adventure |f tor tina! 






LE-Lp 


RETRO GAMER E u 





e 












- conversions. Mike's words were 
spotted by a budding programmer called 
Brian Howarth. Having already been 
inspired by Scott's work and motivated 
enough to write adventures of his own 
on the TR5S-80, "| contacted Mike and 
offered my services, Brnan says. 

At this point, Brian was already 
making a name for himself. His first 
game had been The Golden Baton 
which, initially programmed in BASIC, 
then rewritten in machine code, had 
been published by Molimerx in 1981. It 
sold so well that Molimerx wanted to 
tum the game into a series called the 
Mystenous Adventures and Brian was 
pressured to create more. The Time 
Machine and Arrow Of Death parts 
one and two followed. As fate would 
have it, Brian was making use of a self- 
coded interpreter based upon Scott's 
Adventureland source code which had 
been published in Byte magazine. It put 
him im the perfect position to be able to 
convert Scott's games. 

Mike welcomed Brian with open 
arms. “Meeting Mike was Interesting, 
recalis Brian. | had already met his 
brother Jezz, who had played keyboards 
with Black Sabbath, and | had bought 
a used electric piano from him.” 

Mike formed a new company called 
Adventure International UK (AJUK). 
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Brian began work in AIUK's offices 
above Mike's computer shop. The 
interpreter would pull in data from 
Scott's existing databases and with the 
core reproducea, the rest would slot into 
place. “Brian was tasked with creating 
the engine [| had produced to make my 
games] on the UK systems,” Scott says. 
“Once the engine was transferred over, 
the game databases would then run.” 
Brian's passion for the project was 
clear. “| had fun playing Scott Adams's 
games, says Brian. | liked the 'spht 
screen' format where descriptions 
were displayed in the top portion of 
the screen and the responses of the 
player and computers were displayed In 
the lower half, which scrolled without 
scroling the top half. But the games 


“We scrapped 
a lot of the 
work we d 
done and 
started again” 
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being converted for a UK audience had 
one addition: graphics. Mike figured that 
pure text-based adventures would not 
provide the larger sales he was after 
and that the extra memory of the British 
machines should be used to the max. 
He hired talented artist Teoman Irmak. 


uddenly Adventure 
International was a global 
player, split into two 
separate companies, one run 
by Scott and the other Mike. In 1984, 
Adventure International began to license 
games based on films and comics. It 
struck a deal with 20th Century Fox 

to create The Adventures of Buckaroo 
Banzai Across The &th Dimension. 
also partnered with Marvel Comics to 
deliver text-adventures based on The 
Hulk, Spider-Man, and Human Torch 
and The Thing in a senes of three 
games under the banner Questprobe. 

“Ltravelled to the Uk to do a 
promotional tour,” says Scott. “At a 
convention, Marvel supplied Hulk and 
spider-Man actors for the promotion. 
When | was writing the plots for the 
comics to go along with the Marvel 
games, | was also asked for suggestions 
on how | wanted the chief villain Chief 
Examiner to look. | suggested they use 
me as a template. 

But Mike noted that Scott, despite 
heading a 12-strong team, was unable 
to satiate a growing demand for 
adventure games. So AIUK began to 
produce its own titles, using the same 
system that had premously been utilsed 
to port Scott's titles. Among those 
were Brian's Mysterious Adventures. 
But, like Adventure International, the UK 
arm sought to snap up licences, one 
of which was Gremlins, based on the 
classic Eighties movie. 

“By working with a licence, we 
could open up the market and get 
jourmalists to talk to us,” says Mike. 
“People wanted graphic adventures so 
we started to make approaches. The 
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Timeline 
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SCOTT ADAMS RELEASES TEXT 
ADVENTURE ADVENTURELAND VIA 
HIS NEW COMPANY ADVENTURE 
INTERNATIONAL (AI. 





ADVENTURE INTERNATIONAL UK 
(AI UK) FORMS TO IMPORT SCOTT'S 
TITLES TO BRITAIN. 


THE COMPANY ALSO CONVERTS 
SCOTT'S GAMES TO BRITISH MACHINES. 
ADVENTURELAND LAUNCHES ON THE 
ZX SPECTRUM AND BBC MICRO 


MIKE WOODROFFE SECURES 
LICENCE TO PRODUCE FILM AND 
TV-BASED TEXT ADVENTURES. 


SCOTT SECURES THE DIGITAL RIGHTS 
TO PRODUCE GAMES BASED ON 
MARVEL CHARACTERS. RELEASES 
SPIDER-MAN AND THE HULK. 


GREMLINS AND ROBIN OF SHERWOOD 
ARE RELEASED, PROGRAMMED BY 
BRIAN HOWARTH. 


Al RUNS INTO TROUBLE AND FOLOS, Al 
UK BECOMES ADVENTURESOFT. TIES 
UP A GAME CONVERSION DEAL FOR 
THE FIGHTING FANTASY BOOKS 


ADVENTURESOFT WORKS FOR 
US GOLD TO DEVELOP HERDES 
OF THE LANCE. 


ELVIRA |5 RELEASED. ELVIRA II 
FOLLOWS A YEAR LATER. 


SIMON THE SORCERER |5 RELEASED 
AS PART OF À NEW COMPANY CALLED 
ADVENTURE SOFT PUBLISHING. 


SIMON THE SORCERER II I5 RELEASED. 
THE FEEBLE FILES FOLLOWS IN 1997, 


HEADFIRST PRODUCTIONS |5 CREATED 
TO MAKE THE THIRD SIMON THE 
SORCERER GAME. 


SIMON THE SORCERER 3D RELEASED. 


CALL OF CTHULHU: DARK CORNERS 
OF THE EARTH RELEASED. FINANCIAL 
PROBLEMS HIT HEADFIRST AND IT 
CLOSES. SIMON THE SORCERER IP 
REMAINS WITH ADVENTURE SOFT 
PUBLISHING AND COMPANY GOES ON 
TO PORT THE GAME TO SMARTPHONES 
AND TABLETS. 


PLANS REVEALED FOR A NEW GAME. 





Gremilins tie-up came out of a meeting 
with a licensing company from America. 
Mike had travelled to London merely 
looking to put out some feelers, but he 
was shocked by the response. 

“| came out with the Gremlins 
licence thinking "how did | do that; 
what am | doing? I've got the Gremlins 
licence. This is insane,” he recallis. “And 
at the same time the same people 
asked me, 'Do you fancy Robin Of 
Sherwood? | said “yes'! It was purely 
and simply because nobody else was 
looking for licensing and hadn't realised 
licences were good news. It changed 
soon enough when everybody cottoned 
on and then crazy money was involved. 
But at that stage, it was mind-boggling.” 

Gremlins: The Adventure was a 
winner. Teoman infused this tense game 
with great animation as Gremlins met 
sticky ends in microwaves and blenders. 
Brian had no issues with creating text 
adventures out of film franchises either, 
welcoming the chance to widen the 
audience of interactive fiction. 

The team were on a roll and they fell 
into a workable system. Before Teoman 
looked at any project, the locations 
were already mapped out and the game 
elements put in place. “I'd be given a 
list with the names of the locations, for 
example castle gate or outside tavern 
and told of the moveable elements... 
This is all | had to go on," he says. But 
that was enough. Teoman worked 







In a bid to appeal to mainstream 
gamers, Adventure International UK/ 
Adventuresoft UK was unafraid of 
snapping up licences, which makes 
rather ironic that its biggest hit, Simon 
The Sorcerer, was based on a fresh IP. 
To ensure gamers and journalists took 
greater notice of the game, though, 
the developer was canny enough to 


approach a cult name to voice the main character. 


Actor Chris Barrie, a professional voice-actor and impressionist who was becoming 
well known for playing Amold Rimmer in Red Dwarf, lent his voice to Simon. The choice 
was deliberate. Simon was a sarcastic little bugger and Chris was the sarcastic actor, says 
Mike. Chris was replaced by Brian Bowles for the second game when his fees had risen to 


an unaffordable level, but by then the game had established itself. Not that the Red Dwarf 


played Kryten in the BBC 2 series to voice the lead character. 
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» [Amstrad CPC] Robin Of Sherwood: The Touchstones 
of Rhiannon was based on the popular TV series. 
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» [Amstrad CPC] Gremlins could be a violent game - 
rather surprising for a text-input adventure. 








connection ended. Simon Woodroffe designed The Feeble Files and invited Robert Llewellyn who 
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on a number of games, from Golden 
Joystick award-winning The Sorcerer of 
Claymorgue Castle = "| also got to paint 
the cover art, in oils this time” — to Hobin 
Of Sherwood: The Touchstones Of 
Rhiannon and the conversions of Spider- 
Man, The Incredible Hulk and Fantastic 
Four ("| took the Apple Ile graphics 

and completely redrew them using a 
predefined character set system”). 

Not that licensing was helping 
Scott particularty. For too long he had 
concentrated primarily on lower-end 
machines such as the Commodore 
VIC-20 and Texas Instruments T|-99/4A, 
Since they were perfectly capable of 
running undemanding adventure games 
and other companies were deserting 
the platforms, Scott was finding that he 
increasingly had the market to himself. 

But it was a dwindling market. The 
royalties coming from AIUK were 
propping up Adventure International. 

In 1985, Adventure International went 
bankrupt. “l you think back, Scott 
Adams had the worldwide rights to 

all Marvel characters for all computer 
games, and he only produced three 
products and then he went bust,” 
laments Mike. "Look how much 
money has been made out of a Marvel 
franchise over the last ten years...” 

In 1986, with Adventure International 
gone (taking the licence for the UK 
name with it), Mike's company changed 
ts name to Adventuresoft UK. > 











MEN 


RETRO GAMER | 45] 











Mike Woodrofte Scott Adams Brian Howarth 

| Mike continues to Scott worked as a senior In 1990, Brian left for 

| run Adventure Soft programmer for AVISTA, a America in order to work 
(adventuresoft.com) which firm which develops software | for Cinemaware. In recent 


still sells the Simon The 
Sorcerer games. He has 
plans for the future, too, with 
the company set to launch a 
Kickstarter project for a new 
adventure game. 


for use in the aerospace, 
defence, medical and 
manufacturing industries. 

In 2013 he released The 
Inheritance, a non-violent text 
adventure based on the Bible. 


years, he has written 
software for various tablets 
and Apple's iPhone. Titles 
he's worked on include 
Pottery Wheel, New Glass 
Harp and WriteLines. 


Simon Woodroffe 


Simon moved from Adventure Soft to design games elsewhere. He was Sega's creative director 
| on Sonic & All-Stars Racing Transformed and the lead designer on the 2009 game Wheelman. He 
Is now creative director at Rare. 


Alan has become a well-known figure in the Linux scene. He was actively involved in developing 
the Linux kemel until 2013 and he worked for Linux distributor Red Hat in the Noughties. He has 
also been employed at Intel. 





Andrew Brazier 


Having gone on to become 


Teoman Irmak 
As well as working on many 


lan Livingstone 

A hgurehead in the games 
industry, the former Life 
President of Eidos has been 


a game designer, Andrew 
moved into academia 


games, Teoman created 
submarine simulation 





graphics for the Royal Navy. and he now manages lhe awarded an OBE and co- 
He became the artdirectorat | Level3 Games Art course wrote the Livingstone-Hope 
Artworld, producing the first at Warwickshire College. report which recommended 
fully computer-generated He is also part of the indie sweeping changes to UK 

















commercial comics. development team GLPeas. games education in 2011, 
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» [2X Spectrum] Teoman Irmark's graphics really brought games to life, as this image from Gremlins shows 
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» [PC] The CS Lewis-inspired Simon The Sorcerer seque 
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He met with Steve Jackson and lan 
Livingstone, the co-creators of the 
Fighting Fantasy game books, and 
struck a deal. The first Adventuresoft 
release became Rebel Planet, published 
by US Gold. 

“It was a natural fit,” says Mike. 
“The game was basically there. VVe 
just read the book, dissected it, then 
produced the story and tumed that into 
an adventure, which at the end of the 
day wasn't that difficult because they 
were adventures anyway. VVe had to 
come up with a combat system, but 
that was already in the book." 

Other Fighting Fantasy games 
followed and lan Livingstone loved 
them. "| recall working with Mike on 
Temple Of Terror, which | thought was 
excellent for the time,” he says. “But 
it was pretty much a straight port of 
the books plus some art. Not overly 
challenging for Mike's team who had 
quite a lot of experience. I've still got 
an unused copy of the game for the 
48K Spectrum.” 

US Gold and Adventuresoft formed 
a flourishing relationship which led to 
the Adventuresoft team working on the 
acclaimed action-adventure side-scroller 
Heroes Of The Lance in 1988. But 
Adventuresoft also worked with other 
publishers including Tynesoft, for which 
it created Terraquake, a game coded 
by Graham Lilley featuring He-Man 
(“the whole project was completed in 
just over three weeks. No other project 
was able to repeat this feat,” says 
Teoman) and Super Gran, another Brian 


» [PC] Simon The Sorcerer Ilwas full of knowing 
references to TV shows and comedians 





Howarth special ("the franchises were 
all household names,” he says). 

There were non-franchised games - 
Kayleth was a notable, complex romp 
by Stefan Ufnowski, the creator of 
Rebel Planet — but Adventuresoft was 
changing direction. As the popularity of 
interactive fiction began to wane, point- 
and-click adventures such as Maniac 
Mansion gained a strong following. 
Mike created a new firm called Horror 
Soft, taking advantage of the power 
of the Amiga to produce multimedia 
extravaganzas such as Personal 
Nightmare in 1989 (with graphics from 
Teoman), Elvira: Mistress Of The Dark 
and Elvira Il: The Jaws Of Cerberus. 


orror Soft became 

something of a family affair. 

Music was provided by 

Jezz Woodroffe. Mike's son, 
Simon VWoodroffe designed VVaxworks 
in 1992 and was credited as a designer 
on Elvira and Elvira |. Mike wanted to 
produce a third Elvira game, “but the 
designers wanted to do something 
different” and so the enthusiasm 
waned. Adventuresoft was remodelled 
as Adventure Soft Publishing. 

Simon was handed the role of 
scripting a new point-and-click game 
called Simon The Sorcerer. Just 15 
people worked on the game, most 
based from home but with eight artists 
working together in Newcastle, and It 
became the company's biggest success 
by far. Adventure Soft commissioned 
a new engine called the Adventure 
Graphic Operating System, or AGOS for 
short. It was written by Alan Cox and 
was based on an open source Multi- 
User Dungeon called AberMUD which 
Alan had created while he was at the 
University of Vales in Aberystwyth. 

“The inspiration for Simon The 
Sorcerer was probably Dungeons & 
Dragons, magic and fairy stories,” 
says Mike. “Simon came up with the 
“concept of this lippy teenager who 
was involved in a magical world of 

fairy tales and stories and it just 

worked. For us, it was a natural 

progression. VVe wanted to do 
something better than before and 
we were driven by the hardware.” 





THE DNA OF... Adyenfuresofeuk 


Written word 

Adventure games catered to a niche gaming 
market, but the players were passionate. 
There were even special sections in the main 
gaming mags devoted to such games. Scott 
Adams was the first to create text adventures 
on home computers, 


While text adventures suited machines such 
as the TRS-B0, later computers had much 
spare capacity. So when AIUK was converting 
Scott Adamss games, visuals were added. 
“Ifthe machines would do graphics, people 
wanted graphics, says Mike Woodroffe. 


Moving from text adventures to 
point-and-chcks was a costly venture, 
requiring a large spend on equipment. 
“We bought Silicon Graphics 
workstatons and we eventually used 
Alias. It was a massive investment,” 
says Mike. But more games followed. 
Simon The Sorcerer Il: The Lion, The 
Wizard And The Wardrobe riffed on the 
book by CS Lewis. Simon Woodroffe's 
The Feeble Files, a sci-fi comedy about 
an alien was released in 1997. 

But it was proving difficult to keep 
up. The new consoles — most notably 
the PlayStation —- made development 





he Feeble Files had hi-res 
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» [PC] Sci-fi adventure T 
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Licences 

To popularise text adventures, AIUK signed 
up big licences, produang titles based on 
Gremlins, Robin Of Sherwood, Super Gran, 
He-Man and more. Whether or not gamers 
knew that behind the glossy box art was a 
text-based game is another thing. 


“Sense of Britishness 


When Al went bust and its UK 'arm became 
Adventuresoft, the resulting shift to producing 
new games in Britain was the true making 

of the company. Simon The Sorcerer, its 
biggest selling game, was infused with British 
quirkiness and people loved the game for it. 
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Fighting Fantasy 

With Fighting Fantasy, AIUK instantly had a 
recognisable brand on its hands that could 
not have been more suited to the medium of 
text adventures. Seas Of Blood, Rebel Planet 
and Temple Of Terror fused graphics and text 
descriptions and brought the books to life. 


Point-and-clicks 

By 1990, Mike figured that his firm had to 
produce something sexier. Cue Elvira, sold via 
new firm Horror Soft. But he also knew he had 
to move away from text adventures. The shift 
to point-and-click with Simon The Sorcerer 


Dc o ed 


was a shrewd — and lucrative - move. 


Diversity 


Adventuresoft was not afraid of widening its 


game range. It didn't always work out, though. 
A development firm set up by Mike — Headfirst 
Productions — created a survival horror game, 
Call Of Cthulhu, but money issues led to 
Headfirst's closure and many cancelled titles. 





Independence 

Adventuresoft remains in a brilliant position to 
capitalise on its retro franchises. Aside from 
converting Simon The Sorcerer to mobile 
platform, it allowed a German firm to make 
the (poor) fourth and fifth games of the series 
and it can always bring It out for a sixth outing. 





I've still a an unused sad of Temple of Terror 


for the 4 


expensive, so a new strategy was 
needed. Aside from spinning Simon 
The Sorcerer into pinball and puzzes 
games, in 1998 Mike formed a new 
development company called Headfirst 
to run alongside Adventure Soft 
Publishing. lts first task was to produce 
a third Simon adventure. 

“Simon The Sorcerer 3 was a 
mammoth task and it took about five 
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years to complete in all,” says Andrew 
Brazier, who joined in 1996. “It originally 
started off as a 2D qame, but 2D point- 
and-clicks were In their death throes 
and games publishers onhy wanted 
real-time 3D. We scrapped a lot of the 
work we'd done and started again.” 
Simon The Sorcerer 3D was released 
in 2002 for the PC and it was criticised 
for its poor control system. Survival 
horror Call Of Cthulhu: Dark Corners Of 
The Earth followed in 2005 but, a year 
later, financial problems forced Headfirst 
into administration. Mike's decision to 
separate development from publishing 
was vindicated, though. Adventure 
Soft Publishing was unaffected by 
Headfirst's closure and it retained the 
Simon The Sorcerer intellectual property. 
Since then, Adventure Soft Publishing 
has been concentrating on porting the 
Simon The Sorcerer series to Android 


Spectrum IAN LIVINGSTONE'S FIGHTING FANTASY BOOKS BECAME GAMES 


and OS, working with MojoTouch. kt 
has also worked closely with Good Old 

Games, allowing the games to continue 

to be sold via download (“| don't know 

how many copies of the game have 

been sold now: a million; two or three 

milion? | lost count several years ago,” 

says Mike). But the adventure doesn't 

stop here. Mike strongly hints at a 

new adventure and points readers to 

Kickstarter. But any regrets? “Yes,” 

he answers. "| regret that we didn't 

just do a third Simon The Sorcerer 

point-and-click adventure... | also regret 

licensing the character to the Germans 

for two games because they produced 
substandard products, but the next 

one — if there is a next one — will not 

be done the same. There will be direct | 
involvement with us on the design and 
production of the product. And | can't 
wait” Neither can we. * 
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» PUBLISHER: ATARI 

» DEVELOPER: GCC 

» RELEASED: 1983 

» PLATFORM: ARCADE 


» GENRE: FOOD FLINGING 
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For his first course in the videogames ndustry, 
Jonathan Hurd cooked up the quirky Food Fight, a 
highly original and challenging title for Atari. Paul 

Drury takes a cream pie in the face 


hen you land your first 
job in the videogame 
business, you know 
you'll have to muck 

in around the office. Making 

tea, answering phones, running 
errands... applying lipstick? 

“Yes, | helped put the touches on 
Ms Pac-Man's lips,” laughs Jonathan 
Hurd. “It was my first day at GCC 
and the guys were feverishly trying 
to finish up the game. | asked if | 
could help and Mike Horowitz said, 
“Yeah, her lips look a bit funny. 

Can you fix them?" So | tried a 
couple of things, a pixel here and a 
pixel there...” 

Pac-Man's sweetheart left the 
building looking fabulous and 
Jonathan had made his first little 
contribution to the success of his 
new employer. He'd joined the firm 
just before Christmas 1981, leaving 





behind the software developer 
position he had held at a strategic 
consulting company since graduating 
from MIT, and became GCC's ninth 
employee. He already knew one of 
his bosses, Kevin Curran, having 
previously hired him as an intern 
at his last job, and Jonathan was 
delighted when he was given a very 
clear brief. “Kevin said, “Design a 
videogame, we'll build it and we'll 
all get rich!” Jonathan chuckles. 
“Making videogames for a guy in his 
early twenties who'd grown up with 
pinball... what could be better?” 
Jonathan spent the holidays 
mulling over ideas for his entrêe 


£ My boss said, design a vid 


into the world of game design. He 
wanted to create something original, 
approachable and non-violent, so 
pondered what else a button on an 
arcade cabinet could do apart from 
“fire”. As a lifelong baseball fan he 
settled on “throw”, but throw what? A 
childhood watching Three Stooges 
movies may have helped him 
come up with the answer. “Food!” 
exclaims Jonathan. “As soon as | had 
the idea for Food Fight | knew it was 
a great name and a great concept... 
and | knew | had to make it quickly 
before someone else did!” 

So Jonathan arrived back at work 
on 4 January 1982 with a design 


eogame, 


we'll build it and we'll all get rich! / 7 


Jonathan certainly made a meal of his first job at GCC 


EA, 





document ready to run past his 
bosses for approval. The game's 
premise was simple: cheeky chap 
Charley Chuck would begin each 
level on the right of the screen, 
determined to consume a tempting 
ice-cream cone situated on the 
left. Between him and his sweet 
treat were four maniacal chefs and 
numerous manholes to negotiate. 
The original idea was to have cream 
pies piled up on tables for Charley 
to chuck at his adversaries, but 
this added to on-screen clutter and 
required our hungry hero to keep 
returning to the tables to stock up 
on edible ammunition. Instead, piles 
of food would be strewn across 
the playfield, ready to be hurled 
at the angry cooks, who could 
retaliate in kind with well-aimed 
tomatoes, bananas and pies. Add 
in a strict time limit — the ice cream 
melts if you don't gobble it down 
within 30 seconds - and you have a 
delicious blend of Robotron's pace 
and claustrophobia with a strategic 
element and sense of humour all of 
its own. 

Much of the game's distinctive 
look comes from the memorable 
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characters that stand between 
you and success. The four chefs, 
identified by their differing 
headwear, have their own 
personalities. Frenchman Jacques 
runs to a point slightly in front of 
you while Zorba, the Greek, heads 
to a position just behind you in 

a clever skewer manoeuvre. The 
American Oscar inconveniently 
positions himself between you 
and your ever-melting goal and 
Angelo the Italian, embodying the 
fiery Latin temperament, charges 
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» The striking side art for Food Fight at its design stage 








- straight for you, presumably to 
accuse you of disrespecting his 
family. VVas Jonathan consciously 
playing on national stereotypes 
here, we wonder? “Not at all,” he 
assures us. “That's something I'm a 
bit sensitive to. Honestly, the chefs' 
movements weren't at all suggested 
by nationalities. It was more that 
| was thinking that the best food 
doesn't necessarily come from the 
United States!” 

Knowing the individual quirks 
of your culinary foes is crucial 
for achieving high scores. At the 
beginning of each stage, you are 
given a second before the action 
begins to mentally plan your route. 
Should you make a desperate dash 
straight for the cone or head to that 
pile of bananas and take out one or 
two of the chefs to give you a clearer 
run? Food Fight requires lightning- 
fast reactions, both mental and 
physical, and levels can take under 
six seconds to complete. “At higher 
levels, it takes about a second,” adds 
Jonathan. “The game turns into 
something completely different. It's 
totally reactive. If you're trying to set 
a high score and playing endless 
racks at level 125, it becomes a really 
intense experience. It saps your 
energy but you feel like you've really 
accomplished something.” 


» [Atan 7800] It's a shame Food Fightwasn't converted to more platforms, as the Atari 7800 
version shows how well it can work outside of the arcade 
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» [Arcade] The 

action in Food Fight 
becomes incredibly 
hectic — higher 

levels can be over in 

a matter of seconds 








ith levels becoming a 
blur of flying food and 
over in the blink of a 
souffle, it's easy to miss 
some of the subtleties required to 
weave your way to the ice cream. 
Fortunately, Jonathan included a 
unique feature so you could properly 
digest your dexterity: the instant 
replay. Realising he had about half 
of the 8K of RAM the game board 
contained left unused, he figured out 
how to store the state of the joystick 
and throw button and accurately 
recreate the level just played. 

“At first | made the replay happen 
at random,” he explains, “but that 
meant if a level wasn't exciting, it 
felt like an intrusion. | tweaked it so 
it only happens if a chef and some 
flying food almost hit you. You 
have to have survived at least one 
close shave.” 

Triggering a replay therefore feels 
like a real achievement, especially 
as it's accompanied by a triumphant 
victory tune. The ditty, composed by 
Patty Goodson, has eight different 
versions so it fits exactly with the 
length of the replay, one of the many 
lovely touches you'll find throughout 
Food Fight. You can't help but smile 
when poor Charley gets plastered 
by all the remaining food on a level 
when he dies and at the way his 
head expands and tongue protrudes 
greedily as he scoffs the ice cream 
cone. “| actually toned down the 
tongue,” sniggers Jonathan. “The 
original version was far more 
outrageous, His tongue went way 
further out and everyone in the lab 
was like, That's just too much!" ” 

Although Jonathan was lead 
designer and software developer 
for the game, he was constantly 
integrating feedback from others. As 
well as assembling a talented 
team of sous chefs to help 
cook up the game [see 
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» Jonathan Hurd (centre) conducts a meeting at GCC with 
fellow staffers (clockwise) Paul Moody, Alan Hodgkinson, 
Roland Janbergs, Betty Ryan (Tylko), Patty Goodson, 
Darrell Myers, Keith Sawyer & Mike Feinstein. 
“Fabulous Food Flingers' boxout on 
page 49], the collaborative ethos 
and physical environment at GCC 
allowed everyone to add ingredients 
to the mix. “lt was a wonderful 
atmosphere,” he smiles. “The layout 
of the place helped. We all had 

our own office to think and write 
complicated code and then there 
was a lab in the centre — a giant open 
space where all our prototype games 
could be loaded up. Others could 
stop and play it, give feedback, make 
suggestions... the challenge for me 
was to keep true to what made the 
gameplay good but incorporate all 
the great ideas that came in.” 

The creative process was also 
helped by the powerful technology 
pioneered by the game. Though the 
first playable version of Food Fight 
from early in 1982 used Pac-man 
hardware, development soon moved 
onto a new, cutting-edge setup. Built 
around the 16-bit Motorola 68000 
chip, the board boasted 64K of 
RAM, 8K of ROM and could handle 
32 sprites, essential for the frenzied 
on-screen action. The development 
environment comprised four linked 
Tektronix workstations which could 
run multiple game prototypes, 
costing a whopping $144,000. 

GCC had clearly invested big 
money in becoming a leading game 
developer and though the revenue 
from the incredibly successful 
Ms Pac-man obviously helped, 
so did the $50,000 a month the 
studio was receiving from Atari, 
according to Steven Kent in his 
Ultimate History of Videogames. 
This arrangement had grown out 
of a settlement between the two 
parties = Atari had initially sued GCC 
for its Missile Command hack Super 
Missile Attack but ended up paying 
GCC to develop both arcade and 
console games - and with 
Atari all set to manufacture 





Food Fight, Jonathan naturally 
started experimenting with Atar's 
existing controllers for his game. 

“Deciding on the controls was 
the biggest challenge and ultimately 
the biggest problem,” he sighs. “A 
standard Pac-man joystick didn't give 
us enough positions for throwing 
the food, so we tried using a knob 
and even considered a trackball. In 
the end, we went with an analogue 
joystick similar to the one on Red 
Baron. It meant you could throw in 
one of 72 directions, either when you 
were moving or standing still, which 
was useful if you were on the infinite 
pile of watermelons! At one point, 
| even filled a plastic banana with 
epoxy and used that as a joystick, 
which looked cool in the arcade tests 
but it broke when the first player 
gave it a good shove...” 

A banana controller sounds 
especially appealing and would've 
predated Monkey Ball's fruity 
stick by almost two decades. The 
flexibility the analogue controller 
gave players was exceptional, 
particularly given that each foodstuff 
had its own characteristics (the 
peas can't be flung far but have a 
broad spread, for example, whereas 
tomatoes are the go-to fruit for long- 
range attacks), but sadly joystick 





» [Arcade] Food Fight was originalhy going to have a Roman 
theme, complete with a baying, toga-wearng audience 
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SPLAT! 1982 


E After the fairty leftfield Joust, 

John Newcomer designed this 
decidedly odd coin-op, which featured 
bizarre pie-flinging duels and 
frequent decapitation. 


TPLAY WITH 


COOKIE 1983 

E One of Ultimate Play the Games 
early Spectrum titles, this boasted the 
firm's trademark originality and polish 
in a kitchen nightmare that Gordon 
Ramsay would be proud of. 


reliability problems affected the 
game's reception in arcades. Worse 
still, the game was released in 1983, 
just as the infamous videogame 
crash was starting to bite. “The 
traffic in arcades was really dropping 
off,” laments Jonathan. “| think we 
sold 2,500 units and a few hundred 
of those were cocktail cabinets. It 
was a very limited production. Sure, 
it would've been great if it had come 
out at a different 
time, but | was very 
pleased with the 
final game...” 

And so he should 
be. Food Fight is a 
beautifully balanced 
game, full of wit 
and polish, offering 
a wealth of tactical 
approaches to its 
escalating challenge. 
It was also the first 
arcade game we 
know of to use a 
16-bit processor 
and to be written predominantly 
in a high-level language, €. Instant 
replays and the anti-aliasing used to 
soften the edges of the in-game text 
were also new in 1983. 

So, plenty of firsts but also a last. 
After its release, Jonathan provided 


» [Arcade] The games is best played on an original cabinet 


with an analoque joystick — ALAM at Funspot, NH, has one 


YOUR FOOD 
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LC filled a 
plastic banana 
with epoxy 
and used 

that as a 
joystick... 77 


Could Jonathan actually be Eric 
Wimp from 29 Acacia Road? 


MR WIMPY 1984 


E A BurgerTime clone that offered 

a laborious opening screen and, 
ironically for a license based on a faded 
fast food chain, painfully slow beef- 
trampling action. 


THe MARINO OF: FOOD FIGHT 


his source code for Keith Sawyer to 
do a great job converting Food Fight 
for the Atari 7800 and also oversaw 
the production of Jr Pac-Man and 
the unreleased Nightmare, but he 
never designed another videogame 
after his delicious debut. “The 
videogame industry fell into such 

a trough, it was hard to imagine 
making videogames as a career,” he 
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says. “| just feel extremely lucky to SUPER MISSILE 
have been there at ATTACK 
the right time, to be SYSTEM: ARCADE 
given that job by the YEAR:1981 
founders of GCC and MS PAC-MAN «icrureo) 
to have been given SYSTEM: ARCADE 
their trust, a guy a nd YEAR: 198] 
who'd never made a Jonathonseady | JR PAC-MAN 
game before... and | negada SYSTEM: ARCADE 


[oco NM 

Jonathan left GCC 
in 1984 but remained 
involved with 
technology, albeit 
not videogames, 
and for the last 
two decades he's 
worked as a strategy consultant 
for a firm focusing on media and 
telecommunications. Ve can't help 
wondering if he's ever thought about 
revisiting his signature dish? 

“Ht's not out of the question,” he 
muses. “| loved writing software and 
| thought a really cool seque! would 
have two players simultaneously, 
one on each side of the screen, each 
heading to their cone on the other 
side, fighting off the chefs and each 
other to get to their ice cream first. 
Maybe it's something Ill do when 
| retire!” 

Jonathan, that's certainly a 
mouth-watering prospect... 2º 


YEAR: 1983 


the game 








Many thanks to Mike Stulir at ACAM 
for the introduction and Jonathan 
and Martyn for the images. 





» The onginal handwritten game design proposal for Food 
Fight from January 1982 


Here are five more food-filled 
games to sink your teeth into 
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PETER PEPPER'S ICE 
CREAM FACTORY 1984 

HA sequel of sorts to BurgerTime, this 
swaps buns for cones and has Peter 
huriing around scoops of ice cream like 
he's a diary-obsessed dung beetle 


KWIK SNAX 1990 


E One of Dizzy's later outings, this 
is a very different dish on the Có4 
compared with the Spectrum and we 
prefer the tasty Pengo meets Mr Do 
action of the latter, 


RETRO GAMER | 51 














HR EETAR 
HeCs a plge 
= |; 















uant by Baz 
on fancier! 
agalh, 











NEHALY 55 TEARS TOUNO, DEFENDER REMBAINS AN 
ARLADE GAME THAT GETS PEOPLE EnLITED. CRAIO 
GRANNELL TALES TO DEFENDERS CREATORS AND 
DEVELOPERS TO INSPIRED, FINDINO OUT HOLE AND 
WUHY IT INSTIGATED À GAMING REVOLUTION 
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bidirectional scrolling and dramatically better 

graphics, with pixels flying all over the screen.” 
The game's difficulty helped it stand out. 

Veteran games creator Jeff Minter recalls 

first seeing Defender at a travelling fair in 

Southampton, watching a kid “have his arse 


Ih = =p É handed to him,” then dropping a coin and “having 

e e my own arse handed to me, repeatedly”. Lifelong 
Defender fan and 30-year games journalist Julian 
Rignall had a similar experience: “The King's Hall 





nless you were there at the time, it's in Aberystwyth was a dusty old arcade and had 

hard to appreciate Defender's impact. just started to bring in arcade machines. Defender 

“ht was fast - possibly too fast,” recalls turned up one day and | remember watching it 

Uridium creator Andrew Braybrook, and wondering what the hell was going on.” Initial “DEFENDER 101" 
who was dazzled by the way Defender's attempts to tackle the game were “an unmitigated E Defenderfinds you 
spaceship spewed laser death as fast as you disaster” as he grappled with Defender's unique piloting a ship above 
could hammer the fire button, rather than controls, conflicting goals and unforgiving nature, a barren wraparound 
limiting your shots. “The theatrics were also very where you'd get shot out of the sky for having the horizontally scrolling 
impressive,” says Bob Polaro, who later squeezed  audacity to ponder. planet, fending off 
the game into the Atari 2600. Yet Defender kept players coming back for waves of varied aliens. 

For Archer Maclean, who'd go on to reimagine more. Perseverance was rewarded with the Astronauts on the surface 

and extend Defender as Dropzone on the Atari chance to potentially master a game that offered must be protected from 
8-bit, the game wowed to the point he missed his a richness far beyond its contemporaries. Landers, who attempt to 
late-night train after spotting it at King's Cross: And bafflement would slowly give way to grab them and transform 
“Defender was hard but superbly balanced, breakthroughs; Julian says the “learning curve into crazed Mutants. Lose 
and the first game that showed a wraparound was almost like a brick wall,” but you'd eventually all the humans and the 
scrolling window into a much wider planetscape. suss out enemy behaviours and how to save from planet explodes, leaving 
ld been playing a lot of Scramble, but Defender the machinations of alien craft astronauts ambling you marooned in space, 
blew it out of the water with its super-smooth about the planet's surface. “I'd then stand next pb surrounded by Mutants. 
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b to the machine and talk to people 
about it, in the hope of getting 10p 
off them to explain how to play it!” 
Archer adds that you'd then decipher 
the audio cues - human cries for 
help — and use them along with the 
scanner to plan your response: “It 
was a huge step up from the simple 
fixed-screen Space Invaders format 
from just two years earlier.” And 
Harry Krueger, lead programmer 

of Defender-inspired PS4 shooter 
Resogun, says the controls (joystick 
for up/down; buttons for thrust/ 
reverse/fire) were a key part of the 
initiation: “They required you to 
wire your brain in a very specific 
way, which gave Defender a unique 
personality and an aura of hardcore 
exclusivity. It took time for the 
controls to click, but you'd then 

find yourself “in the zone”, earning 
great satisfaction from runs where 
everything perfectly aligned.” 
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» [Arcade] There's a surprising amount of vanety to 
Defender's enemies, ensuring no wave is ever the same. 





ALE IES ETE 
the brutality of the original, along 
with lasers spewing across the 
screen, but otherwise this is an 
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attempt. Stargate for the 2600 is 


É ugly, clunky, juddery conversion. ] À better, but still feels stodgy. | | VETEEE Cu ESSA | 


Long-term play brought 
appreciation for the game's nuances. 
Archer became fond of the “rumble 
and crackle as your ship explodes,” 
akin to a thunderclap, along with 
noticeable advancements in 
gameplay: “You were defending 
humans on a planet's surface, 
but could sacrifice some in order 
to survive longer. When an alien 
successfully abducted a human, 
it'd mutate into something nastier. 
And if you lost all the humans, the 
planet erupted, leaving you in space, 
surrounded by hordes of hostile foes 
- one last chance of survival, albeit 
damn hard!” Jeff became fascinated 
by Defender's technical prowess: 
“Most games at the time were based 
on limiting tile-and-sprite architecture 
or monochrome bitmaps; but instead 
of simple sprite animation when 
you died, Defender gave you a 
spectacular pseudo-spherical particle 
explosion. It was so impressive you 
didn't really mind losing a life to see 
It. Better still, shot enemies shredded 


CONHERSION CAPERS 


É APPLE II 1983 Í Í ATARI 2600 1981 l Í ATARI 5200 1982 l 


E The cityscape may distract Hits abit on the choppy side, 
some, but it's the flicker that but a brave attempt at mirroring 
undoes this early Defender the intensity of its arcade parent, 


The difficulty ramps up, and the 





» [Arcade] If these humans are carried to the top of the 


screen, the aliens will transform and home in on you 
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art into their component pixels 
an extremely satisfying fashion. 
Ônce you got going, Defender 


came a firework show.” 
Coupled with the innovative 
meplay and controls — rescue 
d survive; the ability to analyse 


the game's entire state at a glance - 
Jeff isn't alone in saying “Defender 
made me want to do similar kinds of 


thi 


ngs” to what he calls a “striking, 


innovative and above all challenging 





Ten official Defender conversions — 
and how they fared 


| ATARI 8-BIT 1982 | C64 1983 À 


E Like the Atari 5200 release, this 
is a tad slothful and jerky; but the 
audio's suitably chunky and the 
explosions are great = although 
oddly Robotron-like in nature. 


ESTE EE Sa TO 
Space showed, the Cb4 is capable 
of a great Defender game. This 
official version is merely okay, 


i | lacking the spark of the coin-op. | 





game that was head and shoulders 
above the competition of the day”. 
Perhaps Defender's biggest 
advance, though, was, as Andrew 
says, having “much less of a 
controlled environment” than other 
games of the era; Space Invaders 
was “comparatively concise”, 
and even the relative freedom of 
Asteroids was contained within 
a single screen. On speaking to 
Defender's creators, it's apparent 
that although the game evolved 
organically, there was a strong desire 
throughout to do something different 
from what went before. “It wasn't 
that those other games weren't fun, 
but after playing them for months, 
you'd be asking why can't there be 
a bigger world, more variety and 
more of an ecosystem,” says Eugene 
Jarvis, Defender's co-creator and 
development lead. “The universes 
were just too small, and the worlds 
were just too simplistic.” 
Co-designer Larry DeMar concurs: 
“We wanted to get away from one- 
dimensional controls, on both Space 
Invaders and Galaxian, where you 
were stuck going left and right. We 
looked at it as there was a bigger 
world out there.” Eugene had also 
grown frustrated by what he terms 
the “artificial stupidity” of the likes of 
your opponents in Space Invaders: 


| COLECOVISION 1983 | INTELLIVISION 1983 À 


E Impressive for the hardware, E The Intellivision has a good EIEEE E Ay E We weren't expecting much E Yetmore juddery scrolling, but 
but not a great Defender. The try at recreating Defender, with oddball keyboard controls that and it's a bit choppy with weedy it feels more like the arcade game 
sluggish feel robs the game of surprising smoothness and include a 'stop vertical motion explosions. Surprisingly, though, than the C44 release, Better 
intensity, and reversing the craft speed, and plenty of colour; but button. With a joystick it's better, it often feels like Defender, due to explosions, too, again along the 


makes it feel like a ferry. 











» Eugene Jarvis, proudhy showing off his Stargate T-shirt 
at a gaming event 

“You'd be thinking: Why can't they 
do more interesting things? Why do 
they always go one step at a time, in 
such a mechanistic pattern?” With 
such rote design, Eugene figures the 
player might as well not exist: “It's 
like crossing a freeway where the 
cars have the same pattern. Whether 
you're there or not, the cars will 
always do the same thing." 


am Dicker, who primarily 
worked on Defender's visuals 
and sound, adds that the 
team was also heavily into 
pinball, and that affected the game's 
development: “| wanted us to ape 
that reflex twitch kind of pinball, 
where you need quick reactions 


Bm 





to deal with a whole bunch of stuff 
going on at once. There was this idea 
of overwhelming the senses, creating 
a kind of speed-rush/adrenaline thrill. 
As a player, you'd have to create 
some kind of order in a chaotic world, 
as the game constantly tried to throw 
you off balance - just like in a good 
pinball game.” 

The idea of game as clockwork 
automaton was eradicated by a layer 
of semi-randomness via designed 
algorithmic behaviour. Basic though 
Defender's enemy Al turned out to 
be, it proved effective. Julian thinks it 
was “outstanding” for the time, with 
each creature having distinct ways 
of acting: “So you had to devise new 
techniques, and adapt as you played, 
because the Baiters, Bombers, 
Mutants and Swarmers weren't just 
following patterns like enemies in 
games of old. You couldn't always 
predict what was going to happen, 
and Defender immediately felt more 
like you were improvising, trying to 
fool the machine. But if you second- 
guessed it too soon, it'd figure that 


FE TESE | 


l it's alla bit on the graceless side. | l but still a pretty mediocre outing. | | plenty of nippy, frenetic gameplay. | É lines of the Atari games. | 
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out and shoot where it predicted you 
were going to be. This all felt very 
intelligent, and Defender was the first 
arcade game that truly felt alive.” 
Larry reveals that this aspect of 
Defender in part came from other 
games” shortcomings: “Those 
fixed patterns of play that could be 
predicted, like in Asteroids where 
you could shoot that little spaceship 
over and over... we weren't going 
to make that mistake.” And Eugene 
says in affording Defender the 
means to provide dynamic feedback 
to the player, really interesting 
things started happening. “A lot 
of the really cool things were just 
complete accidents —- amazing stuff 
that the team was smart enough to 
not take out,” he jokes. “But, yeah, 
Defender did turn into more of a jazz 
combo than some kind of symphony 
written out by a composing genius.” 
And in creating enemies that could 
react, some 'sentience” evolved that E 
“proved more interesting to relate 
to, and that had more of a life, > 








» [Arcade] The gameplay in Defender is fast and furious, 
often requiring splt-second timing. 


É VIC-20 1983 | 
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9h OF THE BEST: 
DEFENDER SEQUELS ANO TRIGUTES 


E Also known as Defender |, E Although heavily inspired E The main sprite looks 
Stargateis Defender but by Defender, Dropzone moves rather suspect in these 

more so. Again, the aim is to the concept on ina number of more enlightened times; 
protect the humans and shoot key areas, notably the need otherwise, this is a ferocious 
everything else, but this time to carry the surface-dwelling Defender-like blaster, 
lhere's also the 'stargate' of humans to an outpost. doubling your workload due 
the title, which can warp you Also, in being designed for to two planet surfaces. To aid 
to humans under attack. À the joystick, it avoids the you, there's a Stargate-esque 
solid action-packed sequel awkwardness of many dust cloud for warping to 
that needs to be played. Defender conversions. kidnapped humans. 


» [Arcade] Save as many humans as possible as they all 
add to your bonus at the end of each wave. 





ATTACE BRAVE 4 
CORNPLETEOD 


> than automatons going left to 
right on a grid.” 

This sense of a vibrant ecosystem 
was enhanced further by the notion 
of multiple goals. Friendlies on the 
planet had to be protected, shifting 
Defender away from the simplicity of 
“kill or be killed”. “You suddenly had 
this conflicting goal structure, which 
gave you a richer game,” explains 
Eugene. “You constantly had to 
make decisions regarding what to 
do next — it wasn't so obvious as 
shooting the last Space Invader 
rampaging towards you at 300mph. 
And because of the complexity of 
the system, you could start reading 
more into it than what was really 
there.” In part, this was down to your 


58 | RETRO GAMER 











» [Arcade] While it's possible to teleport out of trouble, it 
may land you in even more danger. 





E This briliant, brutally E More or less to Defender E Showing that Defender's 
tough shooter pays tribute what Smash TVisto Robotron: | flame willnever be 
to Defender and Dropzone, 2084, Strike Force drags extinguished, Resogun takes 
and perhaps foreshadows the original title kicking and its core concepts and neatly 
Turrican, in marrying side-on screaming into the 19905. transforms them into a 
Shooting, pod rescuing and There's litile elegance here, as thoroughly modern shooter. 
huge screen-sized enemies you're bombarded by varied The formations are more 
that lumber around while enemies, extra weapons and predictable than Defender's 
more fleet adversaries try screens full of explosions. Give anarchy, but this title is every 
very hard to kill you. ita try. bit as demanding. 

Em 


enemies having multiple goals too 
— Landers would happily shoot you 
but also wanted to abduct roaming 
astronauts, which they'd fuse with 
to become crazed Mutants. “It made 
all earlier games feel like they were 
designed by paranoid schizophrenics 
who thought everyone was out 
to get them. There was a richness 
where the enemies were no longer 
trivial, just following you around and 
shooting you all the time,” Eugene 
continues. “And then we thought 
that if you're going to have this battle 
between 'good' and “evil”, and a kind 
of relative freedom, it should go 
further, hence why the player can 
shoot thggastronauts Elajo Re [oligo jo [11=A 
To have a rich world, you can't just 
be restricted to doing good things!” 

But it wasn't just the gameplay 
that Eagnge — Julian enthuses that 

a 


it looked fantastic as well: “Many of 
the enemies were slightly abstract, 
geometric and really cool-looking, 
and your spaceship had this laser 
beam that ran the full length of the 
screen rather than itty-bitty bullets. 
Then there were touches like the ship 
moving back as you accelerated, 
to maximise your field of view, or 
towards the centre of the screen on 
decelerating, in anticipation of you 
hitting reverse. It felt very tactile, with 
a smoothness almost like swiping on 
modern smartphones.” 

Perhaps the most impressive 
visual feat, though, was those 
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» Archer Maclean is a big fan of 
Eugene's games. Here they are 
proudly posing in front of the 
rather excellent Robotron: 2084 


explosions. Sam says 
they arrived from a lack 
of artistry in the team 





combined with his own 
desire to contribute 
something new: “The 
first task Eugene gave mm 
me was to create an 

enemy explosion... 

[He] said to mimic the 

three-frame fireball in Galaxian. But 
| wanted to do something that had 
never been seen before, and came 
up with the particle-based effect.” 
The beauty of the solution was that 
it didn't require artwork, yet looked 
more beautiful than any hand-drawn 
animation, scattering a character's 
pixels across the screen. 





he effect was further 

enhanced by explosions 

differing based on where 
: an enemy was hit: “If 
you hit the top, it would explode 
downwards, and if you hit the 
centre, it would explode evenly,” 
says Sam. “lt created more variety 
in the effect. | didn't like the idea 
of seeing the same thing over and 
over...” The pinnacle came when 
Sam realised he had a dedicated 
machine to play with when the 
player's ship blew up: “It turned 
into a massive firework explosion, 
with dozens of particles, the colour 
palette changing as they faded out. 
It was a reward for being killed — that 
kind of last taste, so you'd go back 
and play more.” 

Eugene says the team “really got 

into the explosion choreography,” 
a “cornucopia of eruptions almost 
like forensic ballistics”, and thinks 
it further validated the algorithmic 
approach: “There was no way an 
artist doing pre-canned art could 
have done this, and yet it created 
such a rich, beautiful effect that was 
different every time. It really allowed 
us to leverage the lack of artistry, by 
using physics as art. It became art. 
That's the beauty of the algorithmic 
world of Defender — it became 
so much more than what we put 


RA 





into it, because it was a living, 
breathing thing.” 

The audio was similarly 
impressive. Jeff says the 
effects were the best he'd 

heard, “beautiful algorithmically 
constructed sweeping phasing 
noises, slams and bangs as solid 
as the slamming of a Rolls Royce 
car door — and even the protracted 
electronic burp the machine emitted 
when you dropped a coin was 
striking and unlike anything else 
around at the time”. Julian agrees, 
and was especially impressed by 
the “incredibly meaty explosions”, 
saying that “when you hit 
things, it really felt like you were 
hitting something”. 

Sam says many of Defender's 
sounds were based on the audio 
subsystem in Williams pinball 
machines, created in Eugene's 
G-Wave program. This, recalls Sam, 
was “quite unpredictable, in that 
you couldn't easily say you wanted 
a specific sound and program 
it - instead, you'd try a range of 
parameters and make a palette 
of sounds that you'd decide how 
to use.” Further effects were then 
custom-designed by Sam himself: 
explosions, the thrust noise, and so 
on. Much of the meatiness came 
from being able to design everything 
together: “We developed the sound 
effects along with the cabinet and 
speaker, and so you got an effect like 
with a guitar amp, where everything 
works synergistically with the sound 
itself. You don't get the same effect 
through headphones, because you 
lack the impact where the whole 
cabinet's rattling and vibrating 
around you!” 

Perhaps surprisingly, although 
Defender's various concepts excited 
the team and worked nicely, the 
game itself was, according to 


ES na 


were no 


longer trivial, 
just following 


you around 


and shooting 


you all 
the time” 











Larry, “really terrible for 90 per cent 
of its development life”. Eugene 
concurs: “For months, we had an 
ecosystem, including little astronauts 
strolling about, and | showed it to 
management. They thought | was 
psycho. There's no gameplay!” 
Adds Larry: “It was a great flying 
simulator — a technical feat no one 
had achieved before, but the idea of 
playing it for more than ten seconds 
made no sense.” 

What cemented Defender was the 
addition of conflict. “Without that, 
like a movie, a game is nothing,” 
asserts Eugene. “So Defender only 
really came together when we 
had the Landers going after the 
astronauts, and then when we added 
the Mutant to penalise you further 
for failure. All of a sudden, you cared 
about things. Of course, this is all 
incredibly basic stuff, and many 
other games have this on day one. 
But instead, we'd developed this 
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pb wonderful universe where nothing 
really happened, and had to add that 
ingredient back in.” 

It's a sobering thought that a title 
now prized for its gameplay nearly 
became distracted itself by clever 
effects and ideas, but soon Defender 
was in front of people at test sites, 
where Eugene recalls people were 
“going crazy with 50,000 points”. 

He remembers the developers could 
get twice that score, which they 
thought was heroic; little did they 
know that people would later be 
scoring in the millions. 

But although Defender resonated 
with gamers, its creators are unsure 
how heavily it influenced the wider 
industry. Eugene says Defender 
obviously affected his own work, 
but the notion of “a mechanic of a 
large world with freedom of motion, 
where you could go anywhere you 
wanted” remained frustratingly rare, 
only really echoed a decade later 
during the rise of the first-person 
shooter. Larry, though, believes 
Defender had immediate widespread 
impact: “That idea the world could 
be bigger, the vibrant special effects, 
the use of random elements, and 
the Eugene Jarvis “high firepower' 
trademark... in all those ways, 
Defender was revolutionary and 
influenced subsequent games.” 
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» [Arcade] The radar at the top of the screen is extremely 
useful, allowing you to look out for massing enemies. 


» [Arcade] You'll need to be a pretty good Defender player 
ifyou plan on hitting the top of the score board. 
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On the home front, Julian 
remembers countless clones and 
tributes, most failing through 
messing up the controls: “Dropzone 
was an exception, because it was 
designed around the standard 
home joystick, then took everything 
else about Defender and turned 
tinto its own game”. Elsewhere, 
Defender's influence was less overt, 
but noticeable: “It's easy to give 
Defender props - partly because 
it's true = for any subsequent 
bidirectionally scrolling game, but | 
don't think titles like Fort Apocalypse 
could have existed without it.” 

What surprises Julian is how 
entrenched single-direction games 
with fixed enemy patterns then 
became —- in the arcade and on 
home machines — which he puts 
down to them being less complex 
than Defender-style titles. Certainly, 
Defender was initially tough to 
convert. Bob recalls “choosing a 
city terrain instead of mountains 
due to graphical constraints on the 
Atari 2600,” and trying 
hard to “in some 
way emulate 
all the buttons, 
depending on the ship's location.” 





E ut as technology evolved, 
programmers could 

fi increasingly tap into 

Defender's spirit. “It had 
speed at a high frame rate, which 
| always strived for, and multiple 
objectives, so you got more tactical 
decisions to make,” says Andrew. 
“With Uridium on the C64, the 
side-to-side scrolling is a similarity, 
of course — that idea of hurtling from 
left to right and back at speed was 
something | wanted.” Jeff, who's 
spent over 30 years creating high” 
octane shooters, says there was 

u 








“so much | loved in Defender, and 
which influenced me greatly,” from 
“solid-sounding sound effects, to 
the explosions that broke characters 
into their component “atoms” ”, 

Larry reckons Defender still has 
plenty to teach. Through a lack 
of horsepower in the technology, 
programmers were once “forced 
to make a really intriguing, fun, 
balanced game, because without 
that there wasn't much to have 
people want to play it”. Today, 
he questions whether too much 
emphasis is placed on visuals, 
due to the “sheer effort required 
to make a game that doesn't look 
embarrassing being orders of 
magnitude above the effort that 
went into Defender”. He thinks the 
best games today are still “created 
by designers that haven't lost the 
notion that no matter how hard it 
is to create the graphics, there 
just has to be some interesting 
gameplay in there.” 

This line of thinking dovetails with 
Harry's. Too young to experience 
Defender first-hand in the arcades, 
he nonetheless recognises its 
importance: “Good design is about 
setting meaningful constraints. At 
the time of Defender, limitations 
were imposed by the hardware, 
forcing developers to make very 
careful decisions. They had to distil 
the experience to its essentials, and 
there's an undeniable charm and 
cleverness in how the best of those 
games struck the right balance and 
used so few and simple elements 

to craft deep, 

E engaging 
experiences,” 
Harry believes Defender "has 

nothing more than it absolutely 
needs,” and everything that's there 
“exists only to serve the gameplay”. 
This impacted on his thinking during 
Resogun's creation, which utilised 
many Defender concepts, albeit in 

a manner that was more generally 
accessible: “We communicate the 
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location of key gameplay elements 
ina more natural way, through being 
able to see “around” the cylinder that 
comprises each level rather than 
requiring a scanner, and have more 
approachable controls.” 

Defender's legacy is safe, nearly 
35 years on. “It was a landmark title 
and remains a hell of a blast today,” 
says Archer. “It significantly moved 
the goalposts away from hundreds of 
Space Invader clones, and introduced 
new gameplay mechanics and a 
level of complexity not seen before”. 
Harry agrees, adding that “Defender 
will forever stand as a monument 
to the timeless gameplay values of 
our medium, and represent an era of 
purity in game design.” Larry simply 
calls it “remarkable”, and says he 
“never could have imagined people 
would be emulating Defender on 
computers, playing the game they 
programmed all these years later, 
broadcasting marathons on Twitch 
TV to set new records”. 


As for Eugene, he mulls that 
Defender's main legacy may be 
that simple idea of freedom: “In the 
infancy of videogames, we spent a 
lot of time watching TV - a broadcast 
medium that was dictated. We 
were being “programmed, and the 
videogame was kind of a revolt. But 
with games where the same thing 
happens every time in exactly the 
same way, you're almost not playing 
— you're watching someone else's 
design, and are being 'programmed' | 
again. It's like playing Guitar Hero 
compared with a real guitar - you E Í 
think you're playing an instrument, 
but you're really only pretending. 
| like to think Defender was the 
ultimate rebellion against that at the 
time —- go wherever you want, do 
whatever you want to do; you were 
Jimi Hendrix, not just pressing four 
buttons and tricking yourself into 
pretending you were a rock star!” 
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Rocket Knighi 
Adventures 


» PLATFORM: MEGA DRIVE » DEVELOPER: KONAMI » RELEASED: 1993 











very hero needs a villain - Superman has Lex Luthor, Mario has 
Bowser, and Sparkster has his own in the form of Axel Gear. 
The corrupt rocket knight has been a thom in your side since you 
ncountered him, and vou re pretty sure he will be for the rest 
1€ gan je. As stage five draws to a close, It seems like a standard setup 
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ODot pig suit as yOU 


ut at the end of vour run, something qu 
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tor à g00d ON ouddenly, you re back on even ground! Its not the 
prettiest fight ever seen in videogames, nor Is it easy — after all, noboc 
said a fair 1 qnt would De — Dut you ve got two opossums fight 
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In metal pig sus gt s all we ever want from videogames, reall 
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Konami was a relative 
latecomer to the Mega Drive, 
arriving almost four years after 
its launch, but the firm quickly 
made up for lost time with a 
range of technically impressive 
games. In an era dominated 

by mascot platformers, Rocket 
Knight Adventures looked like it 
had a good chance to stand out, 
receiving rave reviews, a sequel 
named after star man Sparkster, 
a SNES spin-off and even a 
comic stnip in Sonic The Comic. 
However, our favourite jetpack- 
equipped opossum quickly 
faded into obscurity, only 
briefly re-emerging for cameos 
before a one-off downloadable 
adventure in 2010. 
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One of the first things you will of giant burgers — including the bun, | FNESANHEN (ou comp S Saga Volgalance 
notice about the CreatiVision when salad and beef patty. He does this by  |BlMENom one compretss tram roung om me serem 
| you peruse its limited catalogue of climbing the various platforms and a E o] 
| games is that the vast majority of ladders and then walking over the 
them are clones of popular early ingredients to make them drop onto 
| Eighties arcade games. Some of the plates below. However, this task Poti de 
them are even down right rip-offs is made much harder by the three » E. 
that led to law suits from the coin-op antagonists looking to stop you. Es ar 
| manufacturers (see Crazy Chicky/ One touch from Mr Pickle, Mr Egg 47) CREATNVISION 
Crazy Pucker). One of the most or Mr Hot Dog and you lose a life. | Enctoras e tr mi 
popular arcade games of 1982 was Fortunately, you are equipped with em =, 
Data East's brilliant BurgerTime. a limited amount of pepper which to be fair, one that makes enough East game, there are also enemies 
Originally known as Hamburger, you can spray in their face to stall changes to get away with it, despite out to stop you in your tracks and, 
before it was renamed for the West, them temporarily. the core gameplay staying exactly in another carbon copy, the pepper 
BurgerTime saw you take the role of Now, as you have probably the same. Instead of being set in a has been replaced with oil. But rather 
| stressed out chef Peter Pepper. Our worked out already, Locomotion burger bar, Locomotion is located, than just stunning the bad guys, in 
hero is trying to put together a series is a clone of this very game. But, as you may have guessed, down by Locomotion spraying oil at them 
ra e. the railway yard. Your job as the lone actually kills them - although only 
Much like BurgerTime, you climb | engineeristo rebuild a steamengine, — temporarity as they soon re-spawn 
| | complete with carriages and cargo. on another part of the screen. 
| the platforms (0) walk over the This is done in exactly the same As mentioned, despite the 
way as BurgerTime: you climb the different theme and graphics, nearly 


various parts and watch them drop  pissomsto waicoverthe various 
| a | parts and watch them drop to form 
to form the engine below the engine below. Just lie the Data 
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“» [VTech] Game over man, game over! = 
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» [WTech] Before you start a stage you getio ses “=“=S=icindnicd 
what the finished train will look like. em — 
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» [VTech] Stop!... Hammer time! & 


all the core gameplay elements 
remain the same. Of course, this is 
no bad thing as we at Retro Gamer 
have always been huge fans of 
BurgerTime in its various forms. The 
game has seen numerous remakes, 
sequels and even more clones, 
which is testament to the continued 
popularity of the title. There is 

no doubting that of these clones, 
Locomotion is one of the best. 

The attractive graphics and sound 
give the game a lot of charm. The 
gameplay is challenging, while fair, 
and the controls are spot on. While 
there is no game out there that really 
defines the CreatiVision or makes 
the console a must-have item in your 
collection, there are a decent amount 
of titles that remain fun to play, and of 
these, Locomotion stands up as the 
prime example. 
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TRAIN'S 
A-COMING 


E When you complete a stage 


in Locomotive you get a nice 
animation of the completed 
train rolling off the screen with 
its valuable cargo in tow. 


PF 20015 LIFE CHOS TRES. 





WHAT A 
COMPLETE TOOL! 


E The enemies chasing round 
the screen are a bunch of tools! 
EAST VE GEE usa 
spanners and drills all want to 
stop you in your tracks. 


DISTINCTIVE 

E The black background 
makes it seem like all the 
levels take place at night. But 
your bright red helmet and the 
lush green trees do brighten up 
the surroundings somnewhat. 







SPOT THE 
DIFFERENCE 


ES TRE ERBE ENT 
get to see what the locomotive 
should look like. Then the evil 
tools will wreck it for you to put 
back together. 
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POLICE JUMP 


Donkey Kong was not only one of the very 
first platform games, but also the title that put 
Nintendo, and its soon-to-be mascot Mario, on 
the map. So, with the huge success of that game 
came a multitude of clones, including this one. 
Swap out the infamous ape for a burly prisoner 
and replace Mario with a cop and you have Police 
Jump. The look of the game actually very much 
reminded us of Fix-lt Felix Jr, the game featured in 
the excellent Wreck It Ralph. Just like the fictitious 
coin-op in that movie, Police Jump keeps on 
scrolling up to the top of a building, rather than 
having separate screens. Did somebody at Disney 
own a CreatiVision as a kid? Who knows for sure, 
but what we do know is that Police Jump is a 
rather spiffing take on the Nintendo arcade classic 
and one that provides the player with some great 
platforming action. The graphics are colourful 
and well animated — we especially like the way 
the criminal climbs the building — and the sound 
effects suit the game perfectly. Our only complaint 


is that the jumping is a little floaty, 


but you soon get used to E 
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» MOUSE PUZZLE 


H Released in 1982, Konami's 
Loco-Motion was one of the very 
first examples of an arcade puzzle 
game. The only official ports of the 
addictive title were for the MSX and 
Intellivision, so discovering Mouse 
Puzzle was a nice surprise. The idea 
Is simple: to keep the mouse in the 
maze as long as possible by sliding 
around the squares in sequence. You 
can collect the various items for extra 
bonus points too 


b6 | RETRO GAMER 


l] 
DA 
A O A 
= R 
al 


» STONE AGE 


E Most of the people reading this 
should remember Sega's excellent 
Pengo, a cute block-pushing arcade 
game that was one of the first big 
hits for the Japanese giant. VVell, as 
you've already guessed, Stone Age 
5 VTech's take on that concept 
Replace the penguin with a caveman 
and the ice with boulders and you 
basically have the very same game 
Push the blocks to splat the monsters 
and dont get caught! 
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» SONIC INVADER 


E The first part of the name is a bit 
odd (and nothing to do with a certain 
hedgehog), but the second part is 

a dead giveaway of what to expect 
here. Taito's iconic Space Invaders 
has found its way to just about every 
platform under the sun in one shape 
or another and the CreatiVision is no 
exception. Sonic Invader is one of the 
best-looking examples of the game 
we have seen on an 8-bit console and 
plays very well too 
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» WIMBLEDON TENNIS 


H One of the carliest games 
produced for the system, Viimbledon 
Tennis is very reminiscent of the 
similarly titled Tennis for the Atari 
2600 by Activision and that is no bad 
thing. VVhat we have here Is a very 
playable take on the summer sport 
that provides everything except the 
strawberries and cream! The 3D-stvyle 
view looks fantastic and the game 
really comes Into Its own when you 
add a second plaver 
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CRAZY CHICKY 


| 
» |Vtech] Adding 


dots to the 
Also known as Crazy Chicken, this title has an “5 ta 
interesting story behind it. Originally released itterestino 
as Crazy Pucker (yes really!) in 1982, the game gameplay twist 









was little more than a straight copy of Namco's 
Pac-Man. Having already sued several other 
people for ripping off its game, Namco jumped 
on VTech too, causing the Hong Kong-based 
company to withdraw Crazy Pucker from sale 
and rejig it. The result was Crazy Chicky, which 
can best be described as Pac-Man in reverse. 
The pizza-shaped hero has 
been replaced with a chicken, 
the ghosts with foxes and the 
power pills with carrots (yeah, 
we don't know either). | 
of munching the dots the idea 
is now to put them back, with 


the foxes trying to stop you rêa 











doing so. Grabbing a carrot turns the tables and 
allows you to peck them to oblivion, in just the 
same way as Pac-Man. The gameplay change 
is an interesting one, certainly not one we had 
encountered before, and adds a nice twist to a 
well-trodden formula. Crazy Chicky is a great- 

» [Vtech] Hf you listen very carefull you can looking arcade game for the CreatiVision that is 


hear the sound of Namco's lawyers only let down slightly by the weedy sound effects. 
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THe RING OF FIGHTERS: 20OTH ANNIVERSARY 


It all began with SNK's Fatal Fury series. The 
original Fatal Fury was designed by Takashi 
Nishiyama, who intended to make a spiritual 
sequel to Street Fighter, which had been his final 
game at Capcom. Unbeknown to Nishiyama, 
Capcom was working on an actual sequel in the 
form of Street Fighter Il, which would spearhead 
a boom in competitive fighting games. Fatal 
Fury was a success and SNK quickly became 
a key competitor in the fighting game market 
in order to capitalise on the boom, introducing 
the Art Of Fighting series in 1992 and Samurai 
Shodown in 1993. 

Throughout 1993, the Fatal Fury and Art 
Of Fighting series were drawn together. Fatal 
Fury Special, an upgraded version of Fatal 
Fury 2, added Art Of Fighting's protagonist Ryo 
Sakazaki as a special “dream match' opponent 
for players who cleared the game without losing 


Nick Thorpe looks back at how SNK uai reis conen 
| A of Art Of Fighting expanded on the arcade 
game's ending, confirming the involvement 


Feto a a 0]/a]<) tw (0, hi f f gh ting games hn (0) of Fatal Fury antagonist Geese Howard as the 


mastermind behind the kidnapping which is 


0)A[= of the genre 's leading names central to the game's plot. » 


£ 



















oday, it seems like every publisher is 
involved in a crossover project of some 
kind, and most of them involve fighting. 
Capcom's brawlers have fought just about 
everybody on the planet, half the Virtua 
Fighter cast has invaded the Dead Or Alive 
series, and you can even arrange a four-way 
scrap between Mario, Sonic, Pac-Man and 
Mega Man. With this proliferation of inter-brand 
fisticuffs, it's easy to become blasé about the 
whole concept. However, 20 years ago it was the 
hottest new idea in fighting games. 






HW Psycho Soldier is a spiritual sequel to SNK's 
earlier game Athena, which features psychic 
buddies Athena Asamiya and Sie Kensou running 
along platforms blasting enemies with their 
powers. In The King Of Fighters series, Athena 
and Kensou are introduced as team-mates 
alongside mentor Chin Gentsai as Team China. 





PSYCHO SOLDIER 


b With the two series becoming 
ever closer, the decision to put 
together a full-blown rumble 
between the casts of each game 
seems like an obvious one, but it 
wasn't what SNK initially came up 
with. The original crossover design 
was for a scrolling beat-'em-up in the 
style of Final Fight named Survivor, 
with Art Of Fighting's Robert Garcia 
and Fatal Fury's Terry Bogard 
the first characters considered 
for inclusion. Ultimately, this idea 
was scrapped and reworked into 
a more traditional fighting game 
based around the King Of Fighters 
tournament introduced in Fatal Fury. 
The King Of Fighters 94 was a 
fighting game much like the many 
others that followed in the wake 
of Street Fighter Il, with a few key 
differences. The most important by 
far was the introduction of the team 
battle system. Instead of picking 
a single character and fighting in 
best-of-three matches, you'd pick a 
team of three fighters and compete 
in best-of-five matches. However, 
the winner of a round didn't regain 
their whole health bar as in other 
games - they'd only regain a small 


=P". AS 
" [Arcade] The clashes between Art Of Fighting and 


Fatal Fury characters were the big draw for 1994 
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E SNKS famous shoot-em-up is a clear riff 
on Commando, which set itself apart from its 
inspiration with a rotating joystick. The game 
gave us Ralf Jones and Clark Still, who debuted 
as fighters alongside commanding officer 
Heidern in 1994. Later, they d gain fellow soldiers 








IKARI WARRIORS FATAL FURY | 


ESTAS EA ES CAE 
King Of Fighters formula, the Fatal Fury series 
contributed five characters to the first game. 
Characters from the series are still being added 
as years go by, with Hwa Jai only making his 
? 


debut in The King Of Fighters XIII. 


1966 


portion, ensuring that the defeated 
player's effort didn't go to waste. 
Additionally, an evasive move 

was added -— by pressing both 
Light Attack buttons at the same 
time, the player could sidestep an 
attack before stepping back in for 
a good hit. 

Each three-person team in The 
King Of Fighters 94 was fixed, which 
meant that fighters couldn't be 
mixed and matched to the player's 
choosing, and centred around a 
theme. Terry Bogard, Andy Bogard 
and Joe Higashi formed a team 
of Fatal Fury fighters, while Ryo 
Sakazaki, Robert Garcia and Takuma 
Sakazaki did the same for Art Of 
Fighting. The women's team bundled 
Fatal Fury's Mai Shiranui with Art 
Of Fighting characters King and Yuri 
Sakazaki, while the Korean team 
saw Fatal Fury's Kim Kaphwan 
attempting to rehabilitate criminal 
newcomers Chang and Choi. Two 
other teams drew upon characters 
from past SNK games Ikari Warriors 
and Psycho Soldier, and there was 
an American team loosely based 
on SNK's sports games such as 
Touchdown Fever and Street Hoop. 


» [Arcade] New hero Kyo wields his charactenstic flame 
powers against Ikari Team member Clark. 
















* [Arcade] The King Of Fighters 96 added 


old bosses, such as Geese Howard here 


ART OF FIGHTING 


HM Às the other key game in The King Of Fighters 
crossover, the Art Of Fighting series also 
contributed five characters to the roster of The 
King Of Fighters 94, Three more characters from 
the series were added over the next two games, 
but no more have been introduced since 1996. º 
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However, the most important team 
was the Japanese one, comprised 
of three new characters — flame- 
wielding Kyo Kusanagi, lightning- 
fisted ladies" man Benimaru Nikaido 
and the enormous judo practitioner 
Goro Daimon. SNK's fighting games 
had come to feature plot more 
prominently than those of their rivals, 
often including between-round 
cut-scenes to advance the game's 
story, and SNK designated these 
three newcomers as the heroes of 
the game. They were designed to 
draw in a new, younger audience 
— particularly Kyo, who is only a high- 
school student — and provided a neat 
way to avoid promoting one of the 
crossover properties above the other. 

Of course, heroes need a villain 
to rally against. With the likes of 
Geese Howard and Wolfgang 
Krauser, SNK had already gained 
a fearsome reputation for creating 





al 


SAMURAI SHODOWN 


HW Samurai Shodown hasn't contributed any 


characters to main series games, but Nakoruru 
appears in the Game Boy version of The King Of 


Fighters 95 and Hanzo Hatton shows up in The 


King Of Fighters: Maximum Impact 2. Haohmaru 


aooears in the non-fighting spin-off Quiz King 
Of Fighters. é 
! 


1993 1994 


tough bosses and Rugal Bernstein 
was designed to be the toughest 

of the lot. Taking moves from both 
of the aforementioned bosses and 
adding his own signatures such as 
the Genocide Cutter kicking combo, 
he was a force to be reckoned with. 
He'd also seemingly 
killed Kyo's dad 


The chance to 
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METAL SLUG 
E The run-and-gun classic has provided only 
one character to The King Of Fighters, mith Fio 
making an appearance in The King Of Fighters: 
Maximum Impact 2. However, King Of Fighters 
characters can also scrap with Marco and Mars 
people in the other all-SNK crossover fighting 
game, NeoGeo Battle Coliseum. & 


1995 | 


series so popular were established 
early on. The chance to pit fighters 
from different series against one 
another was a big draw, while the 
team battle dynamic quickly caught 
on with players and was later 
adopted by some other series as a 
result. Even 
the incredibly 


Saisyu, providing difficult boss 
the necessary battle had 
motivation for pit fighters some appeal. 
de different series Ses 
him the most the success of 
thorough kicking | T the first game, 
imaginable. against one SNK quickly 
Despite the nother put The Kin 
aáiio various a 3 was dg Of Fighters a 
strengths, hype big into production, 
for The King Of | draw beginning the trend 
Fighters 94 was of annual sequels that 


slow to build. When the game first 
went out on location test, only ten 
players showed up. Fortunately for 
SNK, word of mouth saw the game's 
later tests attracting long queues of 
players and by the time the coin-op 
was released, it was a genuine hit 
for the company. It's not hard to see 
why, since many of the traits that 
have made The King Of Fighters 


Arca ade| Le 
following her deb 


ona has Decome a series mainstay 


rtofthe 1996 Kan Team 


ea tro DO 


persisted for the series' first decade. 
As before, eight teams of three 
characters waded into battle, seven 
of which returned from the first 
game, but this time the Team Edit 
mode allowed players to create their 
own custom teams. This drastically 
increased the number of potential 
match-ups and became the default 
mode for future games in the series. 


e ambient background 


ighters retain theme mus 


» [Arcade] Most stages featur 
nose in KDF 97 but a few 





THE H 


KIZUNA ENCOUNTER 


E Protagonist Sho Hayate and antagonist Jyazu 


(e 





BURIKI ONE 


E This mixed martial arts fighting game is 


finally escaped the confines of this early tag team frequently overlooked, largely due to the fact 


fighting game in time for The King Of Fighters XI, 
where both appear as hidden mid-bosses. 
Another character, King Lion, makes a cameo 
appearance as King 5 alternate Striker in The 
King Of Fighters 2000. o 


1997 


he new team replaced the 
American sports one and 
was designed to act as an 
antagonistic force against 
the game's major teams. 
Established antagonists 
Billy Kane and Eiji Kisaragi were 
pulled in from Fatal Fury and Art 
Of Fighting respectively, in order to 
fight alongside Kyo's new rival lori 
Yagami. Sporting unusual looks and 
moves designed to stand out from 
the crowd, lori became an instant 
series mainstay due to his popularity 
with fans and his importance to the 
series” plot. Though that trio was the 
only new team, it wasn't the sole 
source of new characters, as Saisyu 
Kusanagi was added to the game 
as a mid-boss late in development. 


" [Arcade] Th 
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e popular New Faces team from 1997, including Yashiro here, has rarety 


that it was an arcade-only release on SNK's 
unpopular Hyper Neo Geo 64 board. Previously 
Takuma 5 alternate Striker, Gai Tendo makes 


his debut alongside final boss Silver as a hidden 
mid-boss in The King Of Fighters XI. & 


1996 


He wasn't dead as the previous 
game had implied, but instead 
brainwashed by The King Of Fighters 
95's main villain - Omega Rugal, who 
had also survived his apparent death 
at the end of the previous game and 
become a cyborg, complete with a 
mysterious new power. 

The next two games developed 
the series further, adding popular 
characters and new systems. The 
King Of Fighters 96 introduced 
the tactical roll, a handy technique 
allowing players to pass through 
projectiles and escape when 
cornered, as well as a team 
comprised of bosses — Geese 
Howard, Wolfgang Krauser and 
Mr Big. The next year, The King 


Of Fighters 97 wrapped up the e 
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SPIN-OFF KNEE DROP |. 


The classic combatants leave their comfort zone 







THE KING OF 
FIGHTERS: BATTLE 
DE PARADISEO 2000 
E This Neo-Geo Pocket 

Color release is a mini-game 
compilation tied together by 

a central board game. An 
English language release for 
this game was planned, but 
cancelled due to SNK's sudden 
withdrawal from international 
markets in June 2000. 


THE KING OF 
FIGHTERS: KYO 1998 


E Released exclusively for 
the PlayStation in Japan, this 
visual novel follows the story 
from Kyo's perspective and 
involves some turn-based 


QUIZ KING OF 
FIGHTERS 1995 


E This arcade quiz title allows 
you to play as various KOF and 
Samurai Shodown characters, 
then challenge others in quiz 
battles in a quest to save 
serial kidnap victim Yuri 
Sakazaki. The arcade, Neo- 
Geo AES and Neo-Geo CD 
versions are all in Japanese 


battles. It greatly expands on 
character relationships from 
the fighting games. It also 
features a karaoke showdown 


only, unfortunately, between lori and Kyo... 

















CAPCOM VS SNK: 
MILLENNIUM 
FIGHT 2000 2000 
E While there have been a 

few Capcom/5NK crossovers, 


DAYS OF 
MEMORIES 2005 


E lts just what everyone 


KOF SKY STAGE 
2010 

E Originally available in 
wanted: a King Of Fighters arcades and later released via 
dating sim! A Japan-only Xbox Live Arcade, its one of 


this one is worth highlighting. release, for mobile phones, the few King Of Fighters spin- 
offs to have been officially 
released outside of Japan. The 


bizarre genre choice of bullet 


Every single member of the it spawned a lengthy series 


SNK side has been playable in and Nintendo DS compilation 
The King Of Fighters series — 


though we re cheating slightly 


packages. The first game 
hell shoot-em-up is the most 
remarkable thing about this 
rather average game. 


allows you to date Athena, 
Kasumi, B Jenet, King, Mai, 
Yuri, Leona and Kula. 


by including Nakoruru, à 
Game Boy bonus character. 
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THE RHYTHM OF 
FIGHTERS 2014 

E This rhythm-action release 
for OS and Android takes a 
sprinkling of Cool Cool Toon's 
gameplay, plucks characters 
and backgrounds from The 
King Of Fighters series and 
other SNK games and adds 

a big dollop of classic SNK 
music. We awarded it 90º 

in issue 133. 


THE KING OF 
FIGHTERS ONLINE 
2013 

E Originally conceived as an 
online scrolling beat-'em-up 
back in 2009, it finally emerged 
as a MOBA, using the template 
popularised by the likes of 
League Of Legends. Despite 
only running in Thailand, the 
game seems to have acquired 
a small but loyal following. 
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» [Arcade] K9999 re sembled Aki ra character Tetsuo Kaneda and disappeared from the series after only two games. 


Orochi story and added fan-voted 
characters Ryuji Yamazaki, Billy Kane 
and Blue Mary alongside Orochi's 
servants. The addition of a super bar 
which charged automatically (as in 
Street Fighter games) rather than 
manually was popular, though the 
ambient background music was an 
experiment not to be repeated. 

However, the high point of the 
early years - in fact, the game many 
would argue is the high point of the 
series overall - is The 
King Of Fighters 98. 
Wrapping up the first 
era of The King Of 
Fighters, the game 
brings together 
the majority of 
characters from 
the first four titles 
in a new Dream 
Match format, 
allowing for fights 
that wouldn't 
be possible in 
any other game in the series. The 
lack of storyline in the Dream Match 
format allowed SNK to bring back 
dead or otherwise retired characters. 
Without the need to create new 
characters, the developers were free 
to concentrate on the game balance, 
making for the most finely tuned 
game of the series to that point. 

One of the key things that SNK 
did during the first five games in the 
series was to keep the changes big. 
Fighting games are notorious for 


» [Arcade] lori's animalistic fighting style is expressed 
as he hunches over his prey, prior to the final attack. 


Fighters offered 


a largely new 


experience 
each year 





being updated frequently, with only 
minor changes to the core game 

in each new iteration, but The King 
Of Fighters offered a largely new 
experience each year. Where other 
developers might spend three or 
four years continuously upgrading 
a single game, SNK ensured that 
the plot continued to move forward, 
backgrounds and music were 
changed, and entirely new matches 
were possible. It was still an iterative 


process, 
Unlike rivals, Gsservino 
Th e Kin 0;À sprites from 
“Aa OL 


would show in 

later editions, but 

SNK managed 
to keep its games 
feeling fresh. 

When The King 
Of Fighters 99 
resumed the story, 
it marked the beginning of a new 
era for the series, one which would 
prove tumultuous and somewhat 
controversial for a variety of reasons. 
The new plot was centred on the 
NESTS corporation, which planned 
to conquer the world by creating 
unbeatable super fighters, using 
data obtained through the King Of 
Fighters tournaments. The new 
protagonist, escaped test subject 
K”, had experience of NESTS' mean 
sideline in kidnapping and genetic 


» [Arcade] The King Of Fighters 2001 isalarge 
step back from its predecessors m visual terms 








experimentation thanks to his 
infusion with Kyo Kusanagi's DNA. 
Initially, the development team had 
planned to drop Kyo and lori in 
order to focus attention on the new 
protagonist, but later relented and 
merely had them disappear for a 
year during The King Of Fighters 99 
- and even then, both were included 
as hidden characters. 

The common gameplay element 
that distinguishes releases of this 
era is the Striker system. Each team 
now consisted of four characters, 
but the fights were still three-on- 
three affairs — the fourth fighter was 
designated as a Striker, who could 
be called in to interfere in the match 
a limited number of times. Each had 
different effects - some would throw 
projectiles, others would attempt to 
grab the opponent and some would 
just taunt. This system was refined 
in The King Of Fighters 2000 to 
include alternative Strikers for each 
character, and further altered for The 
King Of Fighters 2001 to allow the 
player to choose the composition 
of their team —- from one to four 
fighters, with up to three remaining 
characters used as Strikers. 

During the NESTS era, another 
curious trend took hold as the 
crossover roots of the series were 
largely abandoned. While many of 
the game's Fatal Fury and Art Of 
Fighting characters were retained, 
The King Of Fighters 99 added just 
one character from another SNK 
game - Real Bout Fatal Fury 2's Li 


Xiangfei. That was one more than 
either 2000 or 2001, both of which 
only introduced original characters 
to the series. These new additions 
were aimed at diversifying the cast, 
providing unusual characters like 
Hinako Shijo, a small girl who used 
sumo techniques, and characters 
which appealed to certain markets, 
such as Mexican wrestler Ramon 


and South Korean heroine May Lee. 


It's arguable that this was when 
the series stepped out of the 
shadow of its crossover origins, 
as it was chosen ahead of Fatal 
Fury and Art Of Fighting for the 
Neo-Geo Pocket launch and its 
own original characters were 
taking part in crossover fights of 
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their own in games like Capcom Vs 
SNK. However, it's also when the 
series was closest to fading from 

the spotlight, as it was during this 

era that SNK experienced major 
financial trouble. The company was 
acquired by Aruze in January 2000 
and entered something of a death 
spiral soon after — just months before 
the release of The King Of Fighters 
2000, SNK withdrew from markets 
outside of Japan. The company was 
dying and founder Eikichi Kawasaki 
could see the writing on the wall, 
leaving to form new firms Playmore 
and Brezzasoft in August 2001. SNK 
ultimately filed for bankruptcy in 
October 2001, mere weeks before the 
release of The King Of Fighters 2001. 
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» [Arcade] Long-serving characters like Terry Bogard recerved a visual update for The King Of Fighters 2003 
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[4 What made early games in The King of Fighters 
series stand out in the Nineties? 
It was the only fighting game franchise to fully capture the attention 
of the competitive Street Fighter population, which had all the 
numbers at the time. The King of Fighters had enough similarities to 
Street Fighter, so the relation was there. However, it had tons more 
to offer, plus unique system content we'd never seen; this made it 
very appealing 


What do you feel was the high point of the series, and why? 

In the UK, the high point of the series was definitely dunng The King 
Of Fighters 98 as this version had the most players at the arcade. 
Fighting games had generally become a lot more technical by this 
time. Capcom had released its Street Fighter Alpha senes and 
Tekken 2 was also really technical — playing King Of Fighters wasn't 

much of a stretch, so more and more players got involved. 

This was also the first time we had a lot of intemational talent 
showing up in the UK from all over the world. This encouraged the 

UK community to get more competitive and this fuelled players to 
play the game more and jon in the fun. 





Whereas the previous game 
hadn't shown signs of the financial 
pressure, the 2001 entry has 
achieved notoriety among fans for 
its poor music, bland backgrounds 
and unusual illustration style. SNK 
staff have spoken in interviews about 
how low staffing levels ensured 
that the game's development was 
a major struggle. Luckily, The King 
Of Fighters 2002 offered a chance to 
go back to basics, returning to the 
Dream Match formula of 1998 and 
the Striker-free battles of old. Though 
the development staff consisted of 
series veterans, both releases were 
produced by Korean company Eolith 
as Kawasaki was busy rebuilding 
Playmore into a successor to SNK, 
eventually acquiring the name and 
intellectual property rights needed to 
do so. With things back in order, the 
series could proceed once more. 


he third era of The King 
Of Fighters was one 
marked by major changes. 
Another new storyline 
was introduced, centred 
on villainous protagonist 
Ash Crimson and his quest to steal 
the powers of those who had sealed 
Orochi — Kyo, lori and Chizuru. The 
era began with The King Of Fighters 
2003 ditching the traditional team 
bouts in favour of three-on-three 

tag team matches in which fighters 
could freely swap places mid-match, 
creating fights with a faster pace 
and amore chaotic feel. Many 


Why do you think The King Of Fighters series has never achieved 


the same popularity as the likes of Street Fighter and Tekken? 
['d say its partially the technical bamers and quirky anime style, but 
it's also due to accessibility: Tekken and Street Fighter were available 
absolutely everywhere whereas King Of Fighters was scarcely 
scattered around in London arcades. Tekken and Street Fighter were 


both available on popular consoles during the Nineties, which heavily 
boosted their popularity. If you wanted The King Of Fighters outside 


of a few arcade spots, you had to buy a whole Neo-Geo AES console 
and then be prepared to fork out £200-£300 per cartridge. 


Why does The King Of Fighters XIII remain a fixture at tournaments? 


Because The King Of Fighters 15 definitely hype to watch at high 


level, the pace is fast and anything can happen at any time, which 


relates to the excitement Ultimate Marvel Vs Capcom 3 offers. The 


players and viewers 


King Of Fighters also has a generally faster pace than Street Fighter 
due to the running and the small jumps. It's definitely a lot more 
technical than Street Fighter, which enhances the experience for 
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ntroduced new characters that 


= E chdrn t appear in the man senes. | 


D existing characters were given 
= É makeovers, and the game felt more 
connected to the wider world of 
SNK fighting games thanks to the 
inclusion of two characters from 
Garou: Mark Of The Wolves among 
the new combatants. 
The King Of Fighters 2003 would 
m— be the last game in the series to 
: include a year in its title, and the 
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» [Xbox] 3D spin-off The King | 
Of Fighters: Maimum Impact | 
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last to run on SNK's long-serving 
Neo-Geo arcade hardware. The latter 
was simply in need of retirement 

— partially due to age, but also due 

to rampant bootlegging of arcade 
cartridges. As a result, the next game 
would need to launch on a new 
platform, and SNK would no longer 
be able to produce yearly sequels. 


he company experimented 
“with a variety of different 
directions for series 

in 2004 - the Dreamcast- 
based Atomiswave 
platform was used to 
produce another Dream Match title 
in the rather forgettable The King 

Of Fighters: Neowave, while a 3D 
spin-off game called The King Of 
Fighters: Maximum Impact launched 
on the PlayStation 2. Additionally, 

a tenth anniversary remake of The 
King Of Fighters 94: Re-Bout began a 


à SASYU . 
KUSANAGI 






new tradition of updating the Dream 
Match releases, continuing with The 
King Of Fighters 98: Ultimate Match 
and The King Of Fighters 2002: 
Unlimited Match. Though Maximum 
Impact would achieve some success 
of its own and gained a sequel, the 
2D series would ultimately continue 
as the dominant approach. 

The King Of Fighters XI arrived in 
2005. The game put the old low-res 
sprites on the high-res backgrounds 
made possible by the Atomiswave 
hardware, and retained the tag-team 
action of its predecessor. It was 
quite a bold release, which dropped 
series mainstays such as Mai and 
Leona, but also added a whole load 
of characters from forgotten SNK 
fighters like Buriki One and Kizuna 
Encounter. However, this new 
approach ended as soon as it began, 
as the series moved into the HD era 
on Taito's Type X2 board. 
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New technology required another 
Dream Match, and The King Of 
Fighters Xllwas the result. Sadly, it 
was rather below par when it arrived 
in 2009. |t looked utterly beautiful, 
with gorgeous new HD sprites for 
every character and backgrounds to 
match, but it lacked much of what 
fans have come to expect from The 
King Of Fighters. The roster wasn't 
arranged into teams and was smaller 
than that of The King Of Fighters 94, 
even after two characters were 


» [PlayStation 2] Despite utilising new hardware allowing 
higher-res visuals, AUF AI stuck with low-res sprites 





added for the console versions. 
Worse vet, for the first time there 
was no final boss, turning the game 
into a simple time attack exercise. 
The next year, SNK Playmore 
made amends with The King 
Of Fighters XIII. Concluding 
Ash Crimson's story, the game 
retained the excellent graphics of 
its predecessor but returned many 
of the missing elements, such as 
defined teams and an insane final 
boss. Despite having a smaller 


» [PlayStation 2] Confusingh. KOF: Maximum Impact 2 


was renamed [he King Of Fighters 2006 in North Amenca 
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community than some of its rivals, 
The King Of Fighters Xlllhas proven 
very popular at the annual Evolution 
fighting game tournament series 

— it was the second most-watched 
game when introduced in 2012 and 
continues to be played now, as it 
generates some incredibly exciting 
matches with enough depth to 
satisfy professional players. 

But it isn't just the tournament 
scene that enjoys The King Of 
Fighters. Home versions of The 
King Of Fighters Xlllinclude a story 
mode which adds visual novel- 
style sequences between fights, 
an approach which has become 
more common as fighting game 
developers seek to broaden the 
appeal of the genre with games like 
Persona 4 Arena and the BlazBlue 
series. Ultimately, those games are 
simply playing catch-up - special 
pre-fight introductions and speech 
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for characters that have notable 
interactions are just two of the 
touches that show how SNK's 
developers have long recognised 
that fighting game plots didn't have 
to be throwaway. 

Those are the things that keep The 
King Of Fighters series so popular - 
it has the depth to appeal to serious 
players and the character to appeal 
to more casual fighting game fans. 
As a result, it has now seen more 
releases than both the Fatal Fury 
and Art Of Fighting series combined, 
and has grown to encompass far 
more of SNK's historical output. 
Ultimately, SNK achieved something 
very rare in videogames by creating 
a spin-off that has exceeded the 
popularity of its source material — a 
series of fighting games that, despite 
its many contenders, can lay claim 
to the crown as SNK's premier 
fighting series. 
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» Featured System: 
PC 


» Year: 2004 

» Publisher: 
Valve 

» Developer: 
In-house 

» Key People: Gabe 
Newell, co-creator, 
Viktor Antonov, 
concept designer, 
Marc Laidlaw, writer 


CANTER 

H The late, great Robin 
Williams was set to voice 
a character in the game, 
but scheduling conflicts 
prevented him. 


» The game was infamously 
leaked a year before its 
release and distributed 
illegally over the internet. 
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tre BALHEPOUNO 
The difficult second album. Valve set to work just 
six short months on a sequel to, what is commonhy 
referred to as, the best PC game of all time, Half-Life 
- à first-person shooter that took the rudimentary 
template of Id Software's Doom and imbued it with an 
emotional edge and cinematic chansma. 

Director and Valve co-founder Gabe Newell was not 
content with just rolling out a quick and dirty sequel that 
would capitalise on the huge success of the original. 


| Instead, he set out to not only design a follow-up that 
| would honour the values of the original but further push 


the genre forward, inventing and pioneering mechanics 
while other developers continued to cower in their 
comfort zones. 

Half-Life 2 would establish Valve's tradition of 
unscrupulous refinement: major design overhauls mid- 
development, scrapped levels and characters, and huge 
Innovations In the form of the Source Engine that would 
power subsequent titles from the studio. |t would also 


| establish Valve's other tradition: massive delays. By 


the time it reached PC gamers in fervent anticipation, ft 








»[PC] Xen bugs always posed 
a significant challenge, both to 
yourself and the enemy Al. 





took a team of 84 artists six years to create what is, by 


far, the quintessence of the first-person shooter. 


THE BRINE 

Who said a first-person shooter just had to be about 
pulling the trigger? That's the beating pulse that thumps 
beneath the surface of Half-Life. Oh, and what a surface 
It is. Theoretical-physicist-cum-elite-solider Gordon 
Freeman is dropped into the oppressive suburbs of 

City 17, a dystopian setting fully fleshed almost by mere 
suggestion. Poke your nose around any comer and 


| you'll find some indication of the bigger picture, one that 


paints desecration and inevitable ruin across the land. 


| Whether it's a simple act of graffiti, the ominous snap 


of a hoverng City Scanner, or even the buming bodies 


| that hang lifelessly from the highway, the game is a 
triumph in environmental narrative without ever forcing 


the plaver's gaze. 

What's magnificent about Half-Life 2's direction isn't 
the pathway by which the game directs you to walk, but 
where the eye draws you to drag you away from it. The 
use of abject imagery — particularly of alien architecture 






















E » [PC] While Half-Life 2mixed up a 
lot of the original's design, headcrabs 
! | made a horrifying return. 


Invading a very human world — Is strking, but the sight 
of a towering Strider asserts the game's ambritions 
beyond story and offers a hint at the big things to come. 
Because, let's face it, Half-Life 2 ain't no slouch in the 
action department. 

Valve creates a veritable playpen of mischief and 
mayhem and does so with such effortless ease that ft 
never suggests grandstanding on the developer's part, 
rather just logic: a series of circumstances that culminate 
in the most punchy and gratifying action sequences 
in the medium. There are the big moments — a giant 
robotic dog tackling a helicopter in mid-arr; taking on 
the aforementioned Strider in the city hub; explonng 
the creepy locale that is Ravenholm — but the smaller 
ones echo the triumphs of the action and combat just 
as effectively. It might be something as simple as a 
flaming red barrel roling towards a unit of Combine 
soldiers and sending them skyward on explosion, the 
ragdoll physics twirling limp bodies across the sky, using 
organic lures to send alien insects fighting against human 
adversaries while you sneak around the bloody carnage; 
or, most likely, t's that first time you got the Gravity 
Gun, removing that buzzsaw from a wall and sending ft 
flying towards a zombie, slicing it in two. Either way, the 
versatility and ingenurty |5 as everpresent and makes ita 
joy to retum to years after it was first released. 

It's a game that refused to confine itself to one 
genre, not sidelining its narratve goals to better suit 
the shooting, nor did it simply glide over areas that 
other games simply ignored, such as characterisation 


» [PC] The vehicie sections were a | 
highlight in Half-Life 2, both in terms | 
of action and puzzle solving. 
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| it's such a seminal piece of work. 





FUTURE CLASSIC: HALF-LIFE 2? 









































» [PL] The Source Engine enabled a far better 
cinematic presentation and continued to surprise 
| mght through to the game's closing moments 


SUbjugaton and impera! 


- Freeman might be an empty vessel but Alyx, Eli and 
even Dog are lovinaly conceived and become characters satis n gaming? Use 
you truly care about. Valve didn't just create a memorable 
game, but an unforgettable one. And given the wide- at your ene 
sweeping impact it has had on games in the ensuring effective weapon but a great 
years, it doesn't look like the industry will be forgetting le 
about it anytime soon. 


What would Ha 
Half-Life 2 is worthy of many accolades, and some without Gordon's sidekicks 
might cite its ties with Steam, the method with which 
it innovated in-game physics using the Gravity Gun, or 
the advancements in enemy Al, But while those are 
all testaments to the lasting impact and legacy of the 


game, it misses the mark when trying to pinpoint why 


Not only do they | 
UTTIE Tea | 
Out Freeman s per 


thimirt him O 
PULA TUTO VILLE 3 YU 


Vhereas a game like BioShock may have a couple Half-Life 2 wa 
of choice moments — the opening descent into Rapture 
or the sight of the Big Daddy arriving on 
the scene — Half-Life 2 is crammed full 1 story in episodic forma 
of 'em. It's a parade of memorable 
set-pieces, inmmersive storytelling, and 
places and people that resonate long 
after the credits have rolled. It 
refused to be pigeonholed JEAIHMAIL 
as just a shooter. But, | The deathmatch 
when you do finally pull | 
the trigger. . well, that's 
pretty spectacular too. 
Simply unforgettable. * 


heralo a new l 
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' »|PC] The streets of City 17 
are sparsely populated, but the 
E environmental design adds 
more life than a hundred NPCs. 









E »/|PC] Alyx wasn't just 
another character, but a 
| valuable aid on the batilefield 
RR against the Combine. 
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As with other Nintendo games, 
it's a piece of people's childhoods. 
Anyone who grew up owning a 

NES remembers it fondly 





28 | RETRO GAMER 












PE ra nad , Ec aa CAs 


, | Es à Ei “ 
30 YEARS OF DUCH HUR/ 
| — a 


= 


4 | — É 
Na 


Starring a smarmy dog and scores of hapless flying wildfowil, 
Duck Hunt was the game that introduced many to the joys of 
the NES Zapper lightgun. Mike Bevan looks back at the history 


and enduring appeal of Nintendos virtual hunting trip 





ost gamers of a certain age will almost certainly have 
played Duck Hunt, for one simple reason —- it was paired on 
a pack-in cartridge for the Nintendo Entertainment System 
along with one of the most popular and groundbreaking 
console games of all time, Super Mario Bros. But while 
Shigeru Miyamoto's platform classic was undoubtedly the more 
attention-grabbing title of the compilation, Duck Hunt retains the 
endearing nostalgia of childhood, a cartoon shooting gallery with a 
sniggering canine companion and the hapless quacks of animated 
flapping ducks brought down by the simple act of pulling a plastic 
trigger. The grinning face of Duck Hunt's dog, fresh from rooting around 
in bushes for nesting gun-fodder, has become an ironic and humorous 
hallmark for videogaming disappointment after missing your quarry 
in Nintendo's lightgun shooter. And 30 years on, he's set to make a 
comeback in the latest instalment of the Super Smash Bros fighting 
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game franchise with a feathered friend in tow. It seems all these years 
later, the ducks are striking back. 

Although most people may know Duck Hunt from the Super Mario 
Bros compilation cart, it was in fact the debut pack-in title for the North 
American NES launch in 1985, when it came bundled with Gyromite, a 
platform game that worked with Nintendo's Johnny Five-alike robot 
R.0.B. Coupled with its later appearance as a pack-in for various NES 
bundles alongside Super Mario Bros and World Class Track Meet, that's 
an awful lot of copies of Duck Hunt out in the wild. 

Produced by renowned Nintendo designer Gunpei Yokoi, creator of 
the Game & Watch and Game Boy handheld systems, Duck Hunt was in 
fact a digital reincarnation of his earlier electromechanical toy, a Kôósenjú 
(light ray gun”) game of the same name. Released in 1976, the product 
used a small mirror-projection device to project white duck silhouettes 
onto a wall. The ducks would “fall”, accompanied by a loud quack, PP 


























» [NES] Contrary to popular belief, there are actually three 
diterent coloured ducks in Duck Hunt 


when the player hit them with the 
shotgun-shaped lightgun provided. In fact, 
despite the absence of a pastoral background 
or your ubiquitous hunting dog, the basic 
game mechanics were very similar to the 
future NES version. However, the relatively 
high retail price of 9,500 yen (around £75 
adjusted for inflation) meant it was an 
expensive novelty back in Seventies Japan. 
The version of Duck Hunt that most of 
us are familiar with was launched on the 
Japanese Famicom console in April, 1984. It 
E ciranda 00000 was one of three initial titles for Nintendo's 
new Famicom Beam Gun peripheral, along 
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with the Wild West-themed Wild Gunman, and 
the police-training style shooter Hogan's Alley. 
In North America a version of the game was 
released for Nintendo's VS arcade system the 
same year, prior to its home release in 1985. 
Former Nintendo market-research analyst Jerry 
Momoda remembers Vs Duck Hunt well. “VS 
System games were an inexpensive two-chip 
update [of existing Famicom titles] with new 
cabinet graphics,” he says. “They were a 
welcome alternative for operators who had 
plenty of old cabinets. Operators could quickly 
change games on location with little downtime, 
and keep locations fresh with new titles. The VS 
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Other games featuring notable or 
peculiar hardware add-ons 


GYROMITE nes 

E Aka Robot Gyro, it was designed for use 
with the Robotic Operating Buddy (R.0.B.) 

for NES. It's a two-player puzzle platform 

game, the second player using R.0.B. 

to move on-screen gates and pillars by 


manipulating a pair of gyroscopic spinning tops. 


MARIO CLASH virtUAL BOY 


E Amazingly, there were no proper Mario 
games on Nintendo's failed console. What — 
there was, however, was this fun effort 
that has Mario flinging shells at enemies 
on distant ledges while avoiding enemies 
and hazards found on his own platform. 


YOSHI'S SAFARI snes 


E One of the few fun times to be had with 
Nintendo s clunky Super Scope lightgun, 
it's an odd hybrid that sees you trundling 
along a highway blasting Bowser's 
minions, jumping obstacles and fighting 
ridiculous-looking bosses. 


RESIDENT EVIL 4 various 


E For its survival-horror masterpiece, 
Capcom released a bloody-looking 
chainsaw-style controller. The PS2 version 
even made little revving noises as you ran 
around decapitating zombies. Sadly, the 
shape of the controller was a bit awkward. 


OUT RUN 3D master system 


E While Space Harrier deserves a 
mention, were actually going to go with 
Out Run 3D. The animation is a little 
choppy at time, but the impressive visuals 
and new track designs certainly make up 
for it. Highly recommended, 
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30 YEARS OF DUCH HUNT 


FALTHFUL HOUMDS 


More videogames featuring doggy heroes 


E Basedonan 
abandoned concept 

that was dreamt up by 
Manic Miner creator 
Matthew Smith, Star 
Paws resembled a sort of 
Road Runner in space, As 
— Captain Roger Pawstrong 
it was your job to capture 
delicious but fiendishly 
wary Space Griffins and 
dispatch them to Earth. 
The C44 version featured 
a great soundtrack by 
composer Rob Hubbard. 


Hike à E “357 





STAR PAWS 
VARIOUS 


SLEEPWALKER 


AMIGA 

E Released in aid of 

the BBC's Comic Relief 
charity, this game saw 
players controlling Ralph 
the dog and protecting 
his sleepwalking master. 
Ralph had to neutralise 
various hazards in his 
owner's path as he 
Careered ever-onwards, 
taking care not to wake 
him up. It also featured 
small cameos from 
comedians Lenny Henry 
and Harry Enfield. 


SAM & MAX 
HIT THE ROAD 


” 
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PC DOS 

E This was the first 
outing for Steve Purcell's 
unlikely detective duo - a 
six-foot fedora-wearing 
dog and a hyperkinetic 
'rabbity-thing'. It's an 
all-American road trip 


involving robot scientists, 


a frozen Bigfoot and the 
world's biggest ball of 
twine, and formed the 
basis for Telltale Games' 
modern episodic series 
of adventures. 


PARAPPA THE 
RAPPER 
PLAYSTATION 


E Wondertfully quirky and 


unmistakably Japanese, 
Parappa introduced us 

to the peculiar tale of a 
funky paper-thin canine, 
his sunflower girlfriend, 
and a karate-practising 
onion, among other 
things. À precursor to the 
many popular rhythm- 
based games that 
followed, it also spawned 
a guitar-focused sequel 
Umammer Lammy. 





OKAMI 

VARIOUS 

E Okami puts you into 
the paws of a snow-white 
wolf called Amaterasu, 
tasked with exploring 

a watercolour-like 
medieval Japan. You'll 
need to master lhe 
game's innovative 'brush 
stroke' techniques 

to solve puzzles and 
strike down enemies, 
while colouring in the 
beautifully dreamlike 
game world resembling a 
children's drawing book. 
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too realistic for American street locations 7 7 
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System and PlayChoice were very successful 
and Nintendo's last official coin-op games. Our 
guns were imported from Japan. The first 
version was black in colour and looked like a .357 
Magnum, so much that it was too realistic for 
American street locations and could be mistaken 
for a real gun. They were made of pliable rubber 
over a metal core, and as such didn't last long in 
American arcades...” 

While the arcade version of Duck Hunt was for 
the most part very similar to the console release, 
there were a couple of notable differences. The 
cabinet was set up with a couple of lightguns 
with players taking turns to play, and the game 
N 


“E 
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alternated between duck and skeet shooting 
rounds. And, as perhaps could be deduced 
from the cabinet marquee, which depicted Duck 
Hunt dog cowering from a hail of bullets, it was 
possible to shoot more than just the ducks. There 
was an added bonus round in which our canine 
pal popped up among the feathered targets and 
could be blasted by 'mistake', a misdemeanour 
for which he'“d rightfully scold you at the end of 
the segment. To the future disappointment of 
many a NES Duck Hunt player that longed to zap 
that annoying grin off the mickey-taking hound, 
this little Easter Egg was unfortunately nowhere 
to be seen in the console version. While dá 
















JERR MUMUDIA Tee PY BIRDS 
At Nintendo of America in the Eighties, Jerry helped to Ten more videogames starring various feathered friends 


test and promote new arcade and console products 


What's your personal history with the console and 
arcade versions of Duck Huntf? 
| was hired by Nintendo in 1982, and was fortunate 
to be the one to communicate with Japan on games 
in development. No one wanted to touch the console 
industry in America after the crash of 1983. The VS 
[Arcade] System served as a bridge leading up to the 
North American NES release in 1985. Both Duck Hunt 
- and Hogan's Alley were first released for the coin-op 
VS System in 1984. The VS System was simply a coin-operated version of 
the Japanese Famicom console. 





Was the arcade version of Duck Hunt as popular as the home version? 
lt was designed to be a Famicom/NES title, from the simplicity of gameplay 
and the graphics. Duck Hunt was bundled along with Super Mano Bros in 
some configurations of the NES console, so it reached way more players. It's 
a better fit for the console player base. Duck Hunt and Hogan's Alley both EE 
had instant but not long-lasting appeal in arcades. 





And in the arcade version you could actually shoot that pesky dog?! 
Everyone wanted to shoot [it] because it mocked players. And so it played 
an antagonist role as it taunted players by laughing at them. For obvious 
reasons, being able to shoot the dog was removed from the NES version 
This was designed to be good, clean, family fun — a Nintendo trademark E E 
In Hogan's Alley, shooting people (though animated) probably affected E 


its marketability. area 


How important do you think the cartoon-like graphics were in rd 





drawing people in? 

In the home market | think it had a lot of appeal. For the players it targeted, 

cartoon-like graphics had a strong appeal. The warm, vibrant colours used 

n Duck Hunt gave it a whole different feel than games like Hogan's Alley. 

Naturally, parents don't mind as much if little Johnny is going cartoon duck 
q hunting versus shooting at humans In a realistic war, zombie, crime or 

ã space game. 








Why do you think Duck Hunt is still so fondly remembered today? 
As with other Nintendo games, It's a piece of people's childhood. Anyone 
who grew up owning a NES remembers this game fondly. Being a pack-in, 
nearty everybody owned the game. Its a conversation piece that people can ar 
share. lhe same way they talk about Super Mario Bros 
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second. The Zapper detected this change in 






b Nintendo was happy enough to let as shoot 








at defensive poultry, discharging virtual slugs cuca intensity of light along with whether you were 
at the family pet was it seems a step too far for near enough centred on the boxes to score a 
domestic duck-hunters. hit on a duck. And that's why when you played 
For the Western release of the NES lightgun, Duck Hunt you'd occasionally sense the odd 
e the famous Zapper, the Dirty Harry-style | flickering effect, although it wasn't annovying 
p(] RN 7] Japanese Beam Gun was remodelled as a ME “ enough to spoil the fun. The way the Zapper 
i futuristic, and somewhat less realistic virtual worked also meant that pointing it at a light- 
! | weapon. Inside the Zapper was a simple sensor a | 7 (dá da 2/1 hs dy bulb wouldn't do you any good if you wanted 
| which responded to changes in luminosity on N e: MES | | to cheat, although sticking it right up near the 
the screen. In Duck Hunt and other Nintendo NE q j Rs, screen might have helped, if kind of defying 
Zapper titles, pulling the trigger caused the * the point of the game. The timing issues of the 
screen to black out and display white boxes » [Arcade] While you can shoot the dog, you | | Zapper hardware unfortunately means that Duck 
mf É around the targets, just for a fraction of a E can't kill him. Nintendo isn't that mean | * Huntwon't work on modern LCD TVs. 
a | 
" a a 
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Duck Hunt comes with three different modes - 
game À gives you three bullets per duck to shoot 
at ten targets that rise consecutively from the 
thicket, the trickier game B gives you the same 
number of bullets to tackle two ducks flying up 
at a time, while game C substitutes clay pigeons 
for wildfowl. Game A also gives you an option 
for a second player to control the flight path of 
the ducks in a bid to put off player one, which 
can lead to a few hearty chuckles. Each mode 
continues at an increasing difficulty level until 
players reach round 99, when the game resets to 
a bugged round 0, featuring spectral ducks that 
are impossible to hit, echoing Pac-Man's famous 





“kill screen”. Another interesting fact about Duck 
Hunt is that its character designer (and the artist 
behind that famous doggy), Hiroji Kivotake, went 
on to create Samus Aran of Metroid fame. 

And in the latest instalment of Super Smash 
Bros, the snickering mutt is back on Nintendo's 
latest console, after being on the videogame 

'bench' for 30 years. He comes complete with a 
duck on his back, and special moves that pay 
homage to other Zapper games including Wild 
Gunman and Hogan's Alley. You might not have 
been able to hit him with your Zapper back in the 
day on the NES, but now at least you might be 
able to slap him about a little bit. * 
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REIDANÇES e" amet that p= a genre and helped Microsoft 


gain a foothold in the industry. Adam Barnes delves into how the 
evolutionary shooter was made 
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» PLATFORM: XBOX 

- GENRE: 
FIRS I-PERSON SHOOTER 











» Marcus Lehto worked on Halo: 
Combat Evolved as its art director 
He now works for V1 Interactive 










w“ | - hen you think of 
A Halo you think of 
multiplayer FPS and 


the importance of narrative in a game's 
campaign — both very modem concepts. 
indeed, the franchise modemised the 
FPS genre, leading to radical changes 

in the approach of rival series. So when 
a game is notorious for being 'moderm, 
for being “fresh, it's hardly a surprise 
that you forget quite how old it really 

is. The original Halo debuted some 

13 years ago, so were stepping back 

to remember just how it managed to 
revolutionise a genre. 

The irony, however, Is that Halo 
wasn't bom out of an intent to innovate 
shooters; in fact, ft didn't even begin life 
as an FPS. “We were In preproduction 
for over two years, starting back in 
1999," says Marcus Lehto, art director 
on Halo: Combat Evolved and the 
onhy developer to begin work on the 
game alongside Bungie co-founder 
Jason Jones. “The initial beginnings 
of Halo started out using Myth: The 
Fallen Lord's engine and it was a truly 
open-world exploration game. Big, big, 
huge worlds; a block of Islands that 
vou could travel to. It was a top-down, 
Commando lead your troops from the 
sky type of thing.” Though Bungie had 
already cut its teeth in both the RTS 
and FPS genres with Myth (1997) and 
Marathon (1993) respectively, it was 
still a fairty small-scale developer. Yet in 
spite of this relative obscurity the project 
was kept completely under wraps, even 
internally. “In those earty days there 
was a ton of secrecy around Halo, 
reveals Michael Evans, who would later 
become Halo's lead multiplayer designer 
after shipping Oni “| can't remember 
ever seeing an internal build of the 
RTS or the third-person version of the 
game. | do recall playing a really earty 
version of multiplayer which was just on 


» [Xbox] The story of the Halo ring and its ultimate use is 
surprisngly compeling, building upon the mystery of the 
Lovenant, the Forerunner and the religious imagery 














rolling hills; | am not sure if there was 
even a game mode back then. A very 
early piece of Halo trivia is that there 
was a build where one designer's head 
was much larger, to make him easier 
to headshot.” 

In time the Halo team grew and what 
became apparent was the connection 
between the player, the world and 
how It was meant to be explored. The 
sense of openness and freedom had 
been a core concept for the game from 
the beginning, and a top-down view 
was just not going to work. “So we 
converted part of that game prototype 
into a third-person shooter,” states 
Marcus, “and it lived as a third-person 
shooter for some time. kt was really 
interesting, even at that early time, but 
It quickly became apparent for those 
early days that the kind of control and 
the kind of connect that we needed 
from a player perspective needed to be 
In first-person.” 


Microsoft began to get involved 
-M- vvith Halo; Microsoft was 
gearing up for the release of its debut 
Xbox console and it needed games. 
Interestingly though, Halo was onginally 
scheduled to release on PC and Mac 
simultaneously — a fact that had been 
so important to Apple and its newtound 
approach to gaming at the time that 
steve Jobs announced the news at the 
1999 Macworld conference. However, 
Microsoft was so interested in Halo, so 
keen on the importance it could have 
for its newcomer console, that the firm 
bought Bungie in June 2000. “| think 
intemally by and large we just wanted 
to make games,” recalis Michael, “and 
the Xbox was very exciting for PC game 
developers. There were some people 
who left and some people who > 


It was around this time that 





» (Right) [Xbox] The opening battle of The Silent Cartographer remains 
a standout moment and encapsulates a sense of panic, rush and 
| excitement not matched until Meda! Of Honor Frontline a year later 


THe MARINO OF HALO: COMBAT EVOLVED 
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» [Xbox] Halowasn'tthe first game to create unique 
anemies that fought in diterent ways, but lhe way they 
gach changed how you yourself batiled them was new 


£ £ Halo was a top- 
down, Commando “lead 
your troops from the 
sky” type of thing 7 7 


Marcus Lehto 


MAKING 
THE MASTER 


Marcus Lehto on the evolution of 
a gaming icon 


“He went through quite a bit of iteration in his early 
days," says Marcus Lehto of Master Chief's design. “l 
created the Master Chief, the Warthogs, the Pelican, 
the Halo ring, everything. It was really fun, initially, to 
build these things that became a kind of iconic fixture 
of the universe.” John-117, to give him his real name, 
began life as a super-soldier ideal, even back when 
Halo was planned as an RTS. Marcus describes the 
Chief as originally being little more than a ubiquitous 
armoured character who “clearly didn't have any 
flavour whatsoever”. Then Master Chief became 
more akin to an “anime-style” character, but even 
then was still “too slender, too feminine”. Marcus 
decided then to “combine a human being with a tank”. 
The armour expanded, the helmet became a bigger 
design focus and Marcus brought a more utilitarian 
approach to how the Chief should look. “You want to 
make something that players can connect with,” says 
Marcus, “and when they believe it 
works, there's a suspension 
of disbelief when it comes 
to playing the game.” 


Microsoft decided not to take on - 
often | think foolishly. After the Microsoft 
deal, the Myth and Halo teams moved 
to Redmond.” Though the acquisition 
was an appealing one for Bungie, none 
there could have predicted the effect 

it would have had on the aesthetic of 
Halo — a factor that would become key 
to its design. “[Microsoft] flew all of 
Chicago out to the Pacific northwest to 
the Seattle area, ' adds Marcus. “We 
were struck by the amazing beauty of 
the cascade mountains, the ocean, al 
of the peninsula to explore and that 
massively influenced the landscapes 
of Halo: the exploration value of it, the 
sheer cliff walls, the big waterfalls and 
all of that kind of thing.” The change in 
scenery also influenced the freedom 
to explore in the game. “We felt that 
[Halo] provided a really unique sense 
of freedom for the player. Putting them 
into what Is equivalent to a giant national 
park, for all intents and purposes, and 
allowing the player to free-roam and 
explore this giant natural vvonderland 
that was the terrain of Halo” 


a his freedom had as much 
| effect on the gameplay 
as it did its visual design. 


“ttwas funny how that kind of 
worked,” says Jaime Gresemer, one 
of the key designers. "| think the open 
environments came before the open 
shoot design, If that makes sense. So 
we had these environments that we 
wanted to build that had lots of multiple 
paths and these big, wide-open areas 
— because we could do that for the first 
time really in a shooter — and we had 
to work out what that meant for our 
mission design. It wasn't the opposite 
way where we were Ike oh we want 
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» [Xbox] Every weapon had its pros and cons, a necessary 
balance if restnicing players to two weapons at a time. 





to have these free-form missions where 
you can do things In any order”. lt was 
sort of forced on us by the fact that 
we had this environment and we cant 
constraimn what order you go through 
things, so were just going to have to 
make It work. 

This sense of scale and exploration 
was something of a revelation for 
the genre, wifich at the time largely 
comprised two categories: enemy- 
packed kill rooms, like in Dbom, or 
more linear, comdor-led games such as 


GAM E CHANGERS Why Halo stood apart from everything else 
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GoldenEye 64 or Medal Of Honor. Às a 
result, the game's name was important. 
lt was Microsoft that later added the 
subtrtle Combat Evolved to Halo as 
part of a marketing decision to help it 
stand out from other military shooters of 
the time, a theme that was becoming 
particularly popular on the PlayStation. 
Whether it worked as a marketing 
exercise it's hard to say, but what Isn't 
is how key this free-form method of 
gameplay was to Halo's success — it felt 
completely new. Of course, alongside 
its more open environment and 
gameplay design came other problems, 
such as how to create enemies capable 
of tackling any number of potential 
combat actions. “VVe couldn't possibly 
script an À! in this open environment 
that will be responsive and be able to 
react to all the different situations the 
player can create, says Jaime, adding 
that Bungie had to “write an Al that can 
actualhy behaviouralhy be able to deal 
with all the situations. 
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» [Xbox] The Warthog is perhaps one of the most 
iconic vehicles in gaming; unsurprising when its unruly 
handling makes for many a memorable moment. 


The inclusion of a regenerating shield, 
too, spun the genre on its head — a 
feature that has sadly spiralled out of 
control in moderm-day shooters where 
you'll spend most of the game cowering 
behind concrete blocks. Then there was 
the limit of only two weapons, adding 
to the free-form gameplay and creating 
a strategic element to proceedings. "| 
think the main goal with the Chief as 
a character was that he sort of always 
has the ability to use the tools that 
he has at his disposal well enough to 
accomplish his objectives,” says Jaime. 
“So you don't always get to choose 
what weapon you're gonna have, you 
don t always get to choose what vehicle 
you're gonna get, but the Chief is just 
so Incredibly competent at everything 
that you're going to be able to use 
whatever tool you can scrounge up that 
vou re going to be able to overcome 
whatever fight you're in.” But what Is 
interesting is how this design choice 
was just as much due to the restrictions 
of moving from PC to console as it was 











» [Xbox] Interesting tidbit: Marcus Lehto — who designed 


most of the aesthebes of Halo — stamped his name 
everywhere, even his initials on the boots of the Chief. 


-" 


PODARORER DA DOADOR COD DADA DO ENTRADA 


Jaime Griesemer 


a gameplay factor: “You don't have an 
entire row of number keys to switch 
between multiple weapons, you have 
at most one button, so we kind of had 
to limit the number of options you had 
available. And also one thing that was 
a big deal at the time was memory, 
so If we could let you arbitrarily switch 
between ten different weapons, what 
would happen was you would switch 
to one we didn t have alerted in the 
memory and so you wouldn't be able to 
draw anything for a third of a second.” 
The move from PC to Xbox was 
a costly one, going from a world of 
possibilities — at least on a technical 
level — to one that required overcoming 
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» [Xbox] The Grunts of Halo, aka Unggoy, are its most memorable 
enemies. They're weak, barely a threat, but almost cute in the way es 
they run away each time the bigger soldiers are killed. 


£ £ | think Halo wasn't [as much] an 
innovation in first-person shooters, 
but more of an almost simplification 
or purification of the genre / ; 


a lot more restrictions and barriers. In 
many ways, believes Jaime, this move 
was fruitful to Halo in the long term, 
since it required Bunge to think about 
the game's design rather than simply 
expand upon what it had done before. 
“When you have no outside constrants 
— and the PC is very much that kind of 
platform = you just add, claims Jaime. 
“You just build on what came before. 
You just do the same thing you did last 
time but plus one, and you're never 
forced to cut or limit or restrain yourself 
and a lot of really good design happens 
when you run into these arbitrary 
constraints that you can't change. It 
lets you get rid of the cruft that builds 
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up. And | think Halo wasn't [as much] 
an innovation in first-person shooters, 
but more of an almost simplification or 
purification of the genre.” 

But where Halo really felt 
important — at least to a generation 
of students, anyway — was in its 
multiplayer. Microsoft had designed 
a forward-looking console, targeting 
the increasingly popular generation of 
connected, media-driven 
consumers, and Halo was 
going to be a core pillar of 
that through its multiplayer. 
Xbox Live didn't launch 
alongside the console, 
however, and with it the 
connected multiplayer that 
Halo was originally built for. 
“There was some political 











DEVELUPER 
HIbBHLIbGHTS 


THe MARINO OF HALO: COMBAT EVOLVED 


» [Xbox 360] À HD revison was released nm 2011. Itwnll be 
included in the incoming Master Chief Collection for Xbox One. 





had already brought gaming out of 

the bedroom and into the living room 
with the PlayStation, and Halo grasped 
onto that idea. VVith hours dedicated to 
deathmatches or alongside team-mates 
in CO-Op, it was brought to the very 
forefront of these new, modem gamers 
— and word spread. Michael admits that 
much of the content associated with 
Halo's original multiplayer was contract 
Work, however, Including 
the likes of Chris Camey 
who now still works at 
Bungie to this day. While 
internal designers got 
stuck in with map and 
mode creation where 
they could, the majonty 
of multiplayer was made 
by outside hands. lts 


conflict over Halo networking  MARATHON foundation, then, relied 
back then,” says Michael. SYSTEM: MAC, PC entirely on those solid 
“À small group of guys on YEAR: 1993 gunplay mechanics, but 
the Xbox side of the fence MYTH: THE it was clear soon after 


thought it was a bad idea 
to have networked games 
before there was Xbox 
Live. Then later there was a 
desire to support automatic 
networking only — le you 
would become a server if 
nobody else was on the network and if 
there was a server you would just auto- 
join it. VVe really thought that the game 
would be awesome in college dorms. 
And it was. The decision to include a 
LAN setup arguably made Halo stand 
out, especially among students. Sony 
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FALLEN LORD 
SYSTEM: MAL, PL 
YEAR: 1997 

ONI (picrureD) 
SYSTEM: MAC, PC, PS2 
YEAR: 2001 


Halo's release that this 
would be its legacy. "| 
think we were all true 
believers, says Michael, 
claiming that the entire 
team knew It had created 
something very special. 
“The long-lasting legacy of the game 
has been a pleasant surprise as well,” 
he adds. And while it's no doubt been 

a surprise to those who worked on 
It, when looking back on the scale 
and scope of Halo it's quite easy to 
understand the impact it has had. * 
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CLASSIC MOMENTS 


Wild Guns 


PLATFORM: SNES » DEVELOPER: NATSUME » RELEASED: 199%4 











alk about not easing you in gently! The boss 
that awaits you at the end of Wild Guns' 
first stage is a ridiculous monstrosity that 
looks like it's been loaned out by Cyberdyne 
Systems. Dwarfing your puny-looking player, it alternates 
its attacks between tearing up the screen with an array of 
guided rockets and cutting a swathe of destruction with nu m = & Wu ERr 
its immense Gatling gun. You frantically dash around, firing ab nn ada a á = E 
off round after round of hot lead with little impact on the 
metallic monstrosity's health. And then it hits you. Shoot 
for the core — all right, its head. VVith newfound purpose 
you direct your shots in a deadly hail of gunfire. The feeling 
of seeing it literally fall apart as you finally defeat it makes 
all the previous pain worthwhile. * 
























WVild Guns was the brainchild 
of Shunichi Taniguchi. It's 
effectively Natsume's take on 
Cabal and Blood Brothers, but 
the Japanese developer mixes 
things up by having its Wild 
West theme infiltrated by a 
bizarre assortment of robots 
that doggedly pursue your 
cowboy (who is styled on 

Clint Eastwood) around the 
screen. Despite its excellent 
and engaging gameplay, VVild 
Guns is now quite rare, often 
fetching silly money on popular 
auction sites. 
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MORE CLASSIC 
WILD GUNS MOMENTS 


The lone gunmen 
Wild Guns comes into its own 
when playing with a friend. 
The sheer number of enemies 
means you |l need a decent 
system for crowd control or tt'l 
all end in tears. Our top tactic is 


to divide the screen in half, with 

each player focusing on their 

own side to minimise casualties. Just don't cross the streams 
or you may well find yourself playing on your own next time. 


Boom, boom, shake, shake the room 


The assault in Wild Guns is 

relentiess. VVhen not being 

attacked by cowboys nding on 

flying saucers, you're dodging 

giant robots that split open to 

fire missiles. Sometimes you 

just need to take a breather. 

WWild Guns may not be the first 

arcade-style game to feature a screen-clearing smart bomb, but 
we're pretty sure it's one of the most spectacular to gawp at. 





——a Destruction corner 


Pretty much everything on the 

screen can be Interacted with 

in some fashion. Shoot a barrel 

and it explodes, bullet holes get 

left in crates, while chairs and 

tables become useless bits of 

wood. This OTT destruction is 

most noticeable in the saloon, 

where you can reduce bottles to smithereens and even obliterate 
a jukebox. VVe certainly wouldn't want to be left with that bill... 
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Comedy corner 
Although it focuses on camage, 
WVild Guns is also filled with ua E 
fun little touches that can't help - à jera 
but raise a smile. One of our ” MSN - 
favourites is the comedy thwack MAN e 
you give to enemies thatgettoo « Es 
close, but if we had to pick one [e E ai po pio Bh 
it would be the bush cowboys. - € 


These silly blighters comically appear in walking bushes, ready to 
take pot shots at you when they think you aren't looking. 
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TOMMY 
TALLARICO 


Passionately involved in music and videogames since he was a boy, Tommy has 
created some of the most iconic soundtracks of the last 20 years. Today he works 
mainly with a project he founded, Video Games Live. Ahead of a European tour, 
Graeme Mason caught up with him to get some insight into his illustrious career... 











































» [Mega Drive! Along with Aladdin, Cool Spot was the 
game that propelled the Virgin team into the big time. 
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Hi Tommy, what was your first experience 

of videogames? 

| still remember the first time | saw one = it was 1975 
and my dad and | were at a neighbour s house. They 
had a Colecovision Telstar, which was a big woodgrain 
console with all these Pong games. | remember us 
marvelling at this, because what people often don't 
realise today was that back then we didn't even have 
remote controls for our televisions. So to be able to tum 
a knob and see something on the screen moving under 
your control was just mind-blowing. The next day my 
dad took me out and bought me one and | still have ft 
to this day. 


Presumably you already had a 
passion for music too? 

Yes, especially guitar and piano. And 
when | was ten and Star Wars came 
out, it was pretty amazing musical. 
The music of John Williams in that 
film was the first time | paid attention 
to symphonic music. 


How did the two interests merge? 
By the late Seventies | was taking my 
dad's giant cassette recorder down to 
the local pizza parlour where the 
videogame machines were. | would record all my 
favourite sounds and music from the games and 
take it back home and splice them together. Then 
I'd invite my friends over, put some videogames 
on, play the cassette back and get up in front of the 
TV with a guitar and play along to the music. 


So you were putting on your own little 

* videogame concerts, even back then? 
That's night, that was my childhood. Of course, 
being a kid growing up in the Seventies and 
Eighties, | never thought | would become a 
videogame composer because at the time there 
was no such thing. 


Which other early computers and consoles 
did you experiment with? 

In our neighbourhood you were either an Atan 
or Intellivision kid. As | was Into sports, | had an 
Intellivision as it had better sports games such as 





Baseball, Football, Boxing and Skiing. My friends were 
mainhy Atari though! From there | had a VIC-20, then 
an Apple Ile and Ile. And a Colecovision. But no matter 
what machine, when there was music | learned tt, 
even something simple like Snafu with its 15 notes 
and 20-second loop. On one hand I'd be appreciating 
Beethoven and John Williams and also in the same 
session I'd be playing the music to Pac-Man! 


How did you get started in the games industry? 

| grew up in Massachusetts. VVhen | tumed 21, | left 
my parents crying on the doorstep as | was the eldest 
and wanted to go to California, determined to make it 
big somehow In the entertanment 
industry. So | got in my little two- 
seater sports car and drove out there 
with no money, no job, no friends and 
no place to stay. Just me and the car. 


Brave move. You must have been 
pretty confident? 

Yes, and naive! | sometimes look 
back and think, my god, was | insane? 
What was | thinking? But at the time 
it was such a strong feeling, which 

| think came from my grandfather. 
Both my grandparents came to the 
US from Italy, leaving everything they knew to make a 
better life for us in America. And they didn't even speak 
the language so they had it ten times worse. That stuck 
with me and my grandfather always said don't take 
anything for granted, ensuring we knew how important 
it was that we didn't squander any opportunities. 


What happened when you reached California? 
The very first day | was there | picked up a newspaper 
and saw a job selling keyboards at a music shop. They 
said | could start the next day, but | was still homeless 
for three weeks. | slept under a pier in Huntingdon 
Beach. | figured if you're homeless, you might as well 
do it at the beach in California, night? 


How did the job go? 

| onky did it for a day! | had brought three T-shirts with 
me and back then not many people had videogame 
shirts. | had a TurboGrafx-16 shirt, which had only come 
out in Japan at that point, but I'd got ít at this fair Ea 








WIMega Drive] The insane humour of Earttnvorm dim 
aliomed Tommy to create some especialhy manic tunes 
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» IMega-CD] The Terminator CD was one of the finest games to appear on the 


Mega-CD — and you could listen to the music in your car (if you had a CD player) 


after standing in line for five hours and telling them 
what | thought of the console. To me it was a badge 
of honour, and the very first customer who walked 
in happened to be a producer working for Richard 
Branson named Seth Mendelsohn. Virgin was starting 
a videogame company nght down the street and he 
saw my shirt and was impressed. VVe chatted bniefly 
about videogames and he said 'Dya wanna job?' just 
like that. I'd been in Calrfomia for three days, | was 
homeless, but in the videogame industry! 


What was the job at Virgin? 

| was hired as a games tester but would bug the VP 

of the company every day to tell him that whenever 
they needed music to let me know, just give me a 
chance. And then after about three to four months, the 
opportunity arose. 


Who was the VP and which game was it? 

À guy named Dr Stephen Clarke Wilson. He was the 
man who gave me my shot. Virgin were working on 

the Game Boy version of Pnnce Of Fersia and | did the 
audio and music for it. At the time, the Game Boy had 

the biggest installed base so it was a Dig deal. Itended 
up winning a bunch of awards for the sound so they 
made me the music and sound guy. That's how 

| got in. 


Was it new music or based on the original? 
Partly both. Jordan Mechner's dad did the original 
music so | took those MIDI files, converted them and 


added my own stuff too. In addition to doing the sound, 


| was still working as a games tester. 


Virgin must have been an exciting place to 

work at back then. What was the first game you 
worked on in your new role? 

The Sega Genesis [aka Mega Drive] had been out a 
couple of years so Virgin was working on a bunch of 
games for that and the Super Nintendo. The first game 
| worked on was Muhammad Ali's Boxing; that was 
my first experience with the Genesis sound chip and 
six-voice FM sound. The SNES had an eight-channel 


chip and all sample channels, so we would work on the 


Genesis and convert over to the Nintendo machine. 
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SELECTED TIMELINE 
o 


Em PRINCE OF PERSIA [Game Boy] 1992 
E MUHAMMAD ALI 
HEAVYWEIGHT BOXING [Mega Drive] 1993 
m ALADDIN [Various] 1993 
E THE TERMINATOR [Mega-CD] 1993 
AMINGINES US 
GREATEST HITS VOLUME 1 [CD] 1994 
m THE JUNGLE BOOK [Mega Drive /SNES] 1994 
E EARTHWORM JIM [Various] 1994 
m MADDEN NFL 96 [Mega Drive] 1995 
E TOMMY TALLARICO GAMES GREATEST 
HITS VOLUME 2 [CD] 1996 
E MDK |[PC/Mac] 1997 
= EVIL DEAD HAIL TO THE KING 
[Various] 2000 
m TONY HAWK'S PRO SKATER [Various] 2000 
= SPIDER-MAN [Various] 2001 
E ADVENT RISING [Xbox] 2005 
E PAC-MAN WORLD RALLY [Various] 2007 





» Tommy letting it 
Of his live shows 


np atone 


VVe all liked working on the Genesis better even though 
we knew the SNES had better capabilities. Sega were 
more open to developers so the Genesis was much 
easier to get around. 





Quite a few well-known games begin to appear 
on your CV at this point. 

After the boxing game we did Global Gladiators, which 
was the first time | worked with David Perry and Doug 
TenNapel. After that, our next game with the same 
team was Cool Spot. Global Gladiators wasn't a critical 
or financial success, but Cool Spot was a big-selling 
game and won a bunch of awards. Then the same ten 
guys and one girl created Disney 's Aladdin, which was 
a huge, huge hit, and about then we started nding in 
limos with Richard Branson... 


Crikey — really? 

Yeah, we were the golden boys back then. | had dinner 
with Richard and rode in his limo a couple of times. 
And because he was interested mainly in music, 
whenever he visited the offices he always came and 
sat in my studio, 


What was he like? 

A great guy. Inspirational, amazing personalrty, smart, 
yet down to earth. For a young kid aged 21/22 to have 
somebody like that in your life was a huge thrill. | cant 
say enough great things about him. 


à b VYe were the golden boys back then. | had 


dinner with Richard [Branson] and rode In 


» [Mega Drive] The Terminator-esque 
startto Demolton Man 


IS IMO '. couple ol times Tommy Tallarico 





H | Mega Drive) Robolop Vs The Terminator featured a 
robust selecton of sound effects courtesy of Tommy 
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Tommy creates superb tunes. 
Here are some of our favourites 
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DISNEY'S ALADDIN EARTHWORM JIM MDK ROBOCOP VS THE THE TERMINATOR CD 
E Until Aladdin, the common E Post-Virgin, Tommy Tallarico E This is in a completely different TERM INATOR E Like many games on the Sega 
theory still persisted that the Studios signed a clutch of new league from the short and chippy E The ultimate in testosterone Mega-CD, Virgin's The Terminator 
majority of film adaptations were contracts with not only Tommy's tunes Tommy used to create on mash-ups, this muscular platform was a port of the Mega Drive 


at best a retread of a movie's finest 
moments or at worst a travesty of 
the screen original. But with help 
from Disney, including access to the 


film's entire original score, Aladdin themed Earthworm Jim, a 


became the game that helped comedic platformer that required 
shatter this rule. Superb graphics an equally jaunty soundtrack in 
and sharp, fine gameplay were addition to some novel and quirky 
melded with Tommy's whimsically sound effects. A similarly silly 


Eastern-flavoured music to create 
one of the finest movie adaptations 


of all time. nice shiny HD update. 


At that time you were doing a lot of sound and 
music: Global Gladiators, Cool Spot, Aladdin, The 
Jungle Book, RoboCop Vs The Terminator. How 
did you do so many in such a short time? 
Nowadays when you do a videogame soundtrack they 
want four hours of music and a live orchestra. But back 
then most games were so small you had ten levels, a 
menu screen and end credits, so you needed 12 songs, 
all in MIDI, and they couldn't be very long because 
they took up a lot of cartridge space. So from a music 
wrting standpoint ft's about 30 minutes of MIDI music. 
The hardest part back then was actually getting it to 
sound like something. | spent more time than most just 
getting it to sound coherent rather than actually wrting 
the music because the tools back then were so brutal. 


You were working on many licensed properties. 
Did you often get the chance to work with the 
original music? 

It tended to be a cross-between. VVe got the onginal 
Terminator theme but we couldn't use the actual 
recording so we redid that in MIDI. Then for Aladain 
we got these scores from Tim Rice and Alan Menken 
and they said we could use whatever we could. 

| hired a couple of guys who could read music, 
which | couldn't at that point, and they'd convert the 
scores to MIDI files and limit them to six or eight 
monophonic channels. | vvould then take them and 
put them onto the SNES and Genesis and get them 
to sound like what you heard in the game. Then we 
wrote additional original music in the same vein. 
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The move from cartridge to CD storage was 
imminent —- presumably this had a huge 
impact for you? 

Yes, totally. That was the turning point for 
videogame music. VVe worked on one of the 


Pr 


ex-employers but also David 
Perry's newly formed Shiny 
Entertainment. One of Shiny's 
first games would be the annelid- 


sequel followed a year later and 
the original has just been given a 


) [SNES] Encounterin 


version of Disney's Te sa da the SNES 


Sega's Mega Drive. MDK saw 
Tommy return to an orchestral 
score, this time using influences 
provided by the game's designer, 
Nick Bruty. With a moody, brooding 
tone that owes more than a 

little to the work of famous film 
score composer Danny Elfman, 
MDK's music suited the Gothic 
third-person shooter to a tee. The 
score was written by Tommy and 
Todd Dennis. 


H Tommy doing what he loves 
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shooter saw the player take control 
of the Detroit chrome-plated crime- 
fighter in a contrived battle against 
the nefarious Skynet. Electronic 
themes were predictably the order 
of the day musically but it was with 
the powerful and industrial sound 
effects for which Tommy quite 
rightly gained praise. For the full 
story on this game you can pop 
back in time to games"M's retro 
section of issue 148. 


original, although that description 
does it a great disservice. 
Featuring enhanced graphics, 
extra levels and cut-scenes from 
the movie itself, the most notable 
difference was a magnificent score 
from Tommy, laden with catchy 
rock themes and a pounding 
dance track for the level set in the 
nightelub, Cybertek. À stunning 
update of the MD original and one 
of the Mega-CD's finest games. 





earlier CD games called The 7th Guest, which was 
a great game and sold a lot. The first CD console we 
developed for was the Sega CD [aka Mega-CD). 








This was the Sega CD version of The Terminator? 
That's nght. But here's the interesting thing. If you 
played The Terminator CD, the graphics were still very 
much 16-bit-looking and the music you'd hear would 
be like music on the radio or on an album — and it was a 
bit jarmng. 50 | would get into screaming matches with 
the producers because they told me they didn't want 
that proper music in the game. [hey said it doesn't 
sound like a videogame and | said exactly — it doesn 
have to any more! 















You were keen to embrace the ability to put real 
music into games? 
Listen, being a 22-year-old guy who grew up on bands 
like Led Zeppelin, Van Halen and Aerosmith, | wanted 
it to be so much more than a bunch of merry-go-round 
boop-be-doop-be-boop tunes. That was okay when 
| was a kid, but this was the kind of music | liked, so 
why wouldn't other kids of my age? So | followed my 
heart on that and created this new and guitar-laden 
soundtrack, but | got a lot of resistance. 

tt went all the way to the top, to the president of 
Virgin Games, a guy named Martin Alper, who wasn't 
a gamer but ran the division. | remember marching into 
his office; | was on one side with the programmer, Silas 
Warner, and the producers on the other. We played 
the music and Martin said This is fantastic! VVhat the 
hell would you wanna change this for?!" and it got in 
the game. On top of that, | really fought for the Red 
Book audio too. You could either put the music on the 
CD or you could stream it and it was called Red Book 
or Yellovy Bbook audio. Yellow Book audio prevented 
people from listening to the music on their CD players. 
| wanted people to be able to listen to the music in 
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» [PS2] Tommy created a bucokic theme for the jovial 
PlayStation-era update of classic RPG, The Bard's Tale 


their car. You couldn t buy It anywhere so why not 
give it away for free? 


Having had this incredible success at Virgin, 
suddenly in 1994 you, along with many others 
including David Perry, left. What happened? 
Back then the industry was very competitive and there 
weren't many people doing what we were doing, 
producing top-selling after top-selling game. | was 
getting weekly calls from Electronic Arts or Activision 
or Konami and they would all say How much are you 
making at Virgin? VVhatever it is, we'll pay double. But 
Virgin gave me my start and | always respected and 
appreciated that so | didn t want to just leave and go 
and work for some other company. David Perry had 
started Shiny and he said | could join them or do my 
own thing and work for all of them. So | did the latter 
and started Tommy Tallarico Studios and left Virgin 4 
with about two million dollars of contracts, | 
many of them with Virgin. | started by 
doing the Madden games with EA, 
Mortal Kombat with Midway and then 
the Earthworm Jim games with Shiny 
and Playmates. David and | are still good 
friends to this day. | was his best man at 
his wedding. 
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And that was a good start to the studio. 

After The Terminator | was able to write my own ticket 
and never having to worry about someone telling me to 
change it. They thought | was a pioneer and listened to 
me. VVhen companies are calling you and saying please 
work for us, that's a pretty good spot to be in. | was 
lucky to have that. 


Was it just yourself to start off with? 

| moved my dad out to California so that he could be 
my chief financial officer. | needed someone to deal 
with contract aspects, collecting money and paying 
bills... To start with it was just the two of us, then | had 
a sound designer named Joey Kuras working for me to 
do the technical stuff | couldn't do. That allowed me to 
concentrate on just the creative process. 


» [PC] Bnilhant PC shooter MOK had a dark and moody soundtrack 
courtesy of Tommy and Todd Dennis. lt was released on CD in Germany. 








After the Earthworm Jim games, you moved on 
to a rather different project for Shiny called MDK. 
That was a moody and dark soundtrack which Todd 
Dennis and | composed. | would go into Shiny once 

a week and spend a whole day working with the 
designers and implementing the music. Nick Bruty 
IMDK's chief designer] had a vision about the music 
and he would give me different soundtracks to listen to 
that he liked. Lots of Danny Elfman! 


By this point you were presumably not quite 

as prolific? 

tt was definitely getting to be a longer process and 
you d spend like a year on a game. Practically overnight 
It went from 50 sound effects, 20 minutes of music 
and three voice-overs to a thousand sound effects, 90 
minutes of music and hundreds of lines of dialogue. It 
changed real quick. 


And amazingly you still found time to found a 
videogame news show? 

| think it [The Electric Playground] was the very first 
videogame news show in the United States. It was on 
national TV and we were interviewing developers every 
week. | did that from 1995 until 2007 and it still runs 
today. And from it we did an ofishoot called Heviews 
On The Run, also known as Judgment Day. So | was 
doing two half-hour shows a week, 104 episodes a 
year, another reason why | wasn't doing too many 
games by then. 


You presumably left The Electric Playground to 
start Video Games Live — had that idea been in 
your head for a while? 
| always wanted somebody to do something like VGL 
because | always wanted to go to something like 
that. But then nobody did. They had done a couple of 
symphony concerts in Japan, but it was very traditional 
with everyone in tuxedos and such. VVhat | wanted 
was giant video screens, synchronised video, 
music from varied games such as Kingdom 
Hearts, Halo, VVarcraft, Metal Gear Solid = 
and most of all to make a big rock and roll 
show out of it. And that all comes from being 
inspired by one of my family members who just 
happens to be a famous rock star... 


This would be Steven Tyler? 


That's nght, cousin Steven, bom Tallarico. 
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dd Being a kid growing 
up in the Seventies 
and Eighties, | 
never thought | 
would become 
a videogame 
composer because 
at the time there 
was No such 
th ng Tommy Tallarico 7 A 

That must have been amazing, growing up a 

close relation to Aerosmith's lead singer... 

| always credit Steven as having the biggest influence 

| had. VVhen you're eight years old and you're seeing 

this guy — or just big cousin Steven as he is to you — up 

on stage performing in front of 30,000 people in a 

stadium, you can't help but think yeah that's a pretty 

cool job, that's what | wanna do when | grow up. And 


| never thought it was an impossible dream as | always 
thought if he could do it, so could |. 


What was reaction like to the idea of VGL? 
Everybody thought | was completely insane, like they 
did when | put the Terminator music on the disc. | 
formed the company in 2002 and it took three years to 
put the first one on at the Hollywood Bow. lts capacity 
was 11,000 and everyone said I'd be lucky if 1,000 
turned up — and we sold out. So | always know | have 
a great idea when people tell me I'm crazy! 


Still, it must have been somewhat nerve- 
wracking, that first concert? 

After tickets went on sale | spent six months trying to 
sell it. But we estimated that 70 per cent of the tickets 





» Tommy is related to 
| Aerosmith's Steven Tyler 





» [Nintendo 64) The original Tony Hawk's Pro Skater | 
was sound-designed by Tommy Tallarico Studios. 


| W[Xbox] A rare recent soundtrack for Tommy 
| himself the critically acclaimed Advent Rising. 


were sold in the two weeks leading up to the concert. 
We even sold 1,500 tickets on the day itself. So, yeah, 
it was pretty hair-raising. 


it must have been an amazing feeling, though, to 
be justified in something you felt so passionate 
about. How did you go about choosing the music 
for that first concert? 

| just wanted my favounte videogame music. It didn't 
even have to be a tniple-A game; a couple of games 
like Beyond Good And Evil, hardly anyone had heard 
of, but | just loved the score. Medal Of Honor by 
Michael Giacchino and stuff like Myst, VVarcraft, Zelda, 
Mano, Final Fantasy. Then it was putting it all together, 
choosing the pieces, getting all the nghts, creating the 
synchronised videos, selling It and marketing It. 


How easy was it to get the rights to the music? 
Most still thought | was insane! But one of the things 
that really helped was getting the Hollywood Bowl 
signed on so | could show them this was a serious 
thing and that it was happening. Electronic Arts 

were the first to sign on and Blizzard shortly after. So 
when you have them you can go to anyone, although 
working with the Japanese companies was difficult. 
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| remember getting the fax from Nintendo the day 
of the Hollywood Bowl show, finally giving approval. 
They still hadn't signed the contract until the actual 
day itself. VVhen you've spent $1.3 million to create a 
concert with video screens and lasers and all these 
musicians. .. VVOW. 


The show was a huge success and VGL took off. 
How has it changed since? 

We still had some work to do on the concept, but 

we did a show in Seattle and Vancouver later in the 
same year and they were both sold out and the tram 
started rolling. I've never done the same show twice 
and every vear we add more matenal to every city we 
play — so far I've created over 125 different segments. 
That's what keeps it exciting. | can only play about 18 
songs per show and that's around a two-and-a-half 
hour performance. 


There was a long gap between the current UK 
shows and the last. Why was that? 

since VOL has been successful, a lot of videogame 
concerts have started popping up, which | think is 
fantastic as a composer but what | don't like to see 

is people charging outrageous prices, and | refuse to 
charge those prices. The only way | can do this is if | do 
ten or more shows while on tour rather than just a one- 
off. That means | don't have to ask the local promoters 
for as much and hopefully they pass that on to the 
fans. So trying to put together ten shows over multiple 
countries, orchestras, venues and production is tough, 
risky and challenging. But | don't do it for the money: 
as long as it can pay for itself, then I'm happy as its my 
passion, to spread videogame music around the world 
to gamers and non-gamers alike. So if | can do that 

and keep it going, It'Il last for as long as people want to 
keep coming. 


You've clearly had a successful career —- which 
part of it do you look back at most fondly? 
Probably around '92 to '94, those Virgin days with 
Cool Spot, The Terminator, Aladdin, the golden age 
of Genesis and SNES. Back then we were either 
pioneering or doing something special such as using 
guitars for The lerminator or a banjo tune in 
Earthworm Jim. It was just so... fun. 
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BRUCE CARVER & ROGER CARVER - 1986 


| don't care much for golf. VVatching it isn'ta 

great deal of fun and | am so unco-ordinated that 

attempting to play it would undoubtedhy end in 
an act of unintentional self-harm, one so severe as to require my 
immediate hospitalisaton. As such, it's quite strange that | enjoy 
golf games as much as | do. Neo Turf Masters was the game 
that hooked me, thanks to some post-karate sessions at the 
local sports centre, but Leaderboard was the first one | ever got 
into at home. We'd acquired it along with a C64 that we were 
given, and looking back at the long periods | spent playing it says 
something about my atttude to retro games. 

Given that | was a console kid first and foremost, Leaderboard 
did some things | hadn't seen before and considered a bit weird. 
In particular, that distinctive way of drawing the 3D scenery - 
outlines first, then filling in the colour — will always stick in my 
memory. That didn't deter me from playing because it played 
so well, with simple joystick controls and a shot system that 
was easy to figure out, even for my younger self. VVhile the 
PlayStation was taking over the world, | was busy having fun 
with a game that was a few months older than me. | enjoy a 
good nostalgia trip as much as the next person, but for me retro 
gaming has always been about playing great games regardless of 
whether | caught them the first time around. 














[PC] Make sure you have plenty 
of friends handy as Gaunilet's 
bosses will nnse you on higher 
difhiculty levels 





>> This month 
Arrowhead 
Games goes 
dungeon 
delving with 
its update of 
Gauntlet. We 
also find out 

if the lon 

wait for Super 
Smash Bros on 
3DS has been 
worth the wait 


Gauntlet 





ARROWHEAD'S LATEST DOESNT DESCEND DEEP ENOUGH 


It's always tricky when 
you update a classic 
game. It's a difficult 
balancing act, requiring 





» FEATURED SYSTEM: PL 
» ALSO AVAILABLE ON: 










N/A 
» RELEASED: OUT NOW o appeal to id 
m rm gamers wii 
» PRICE: £1499 e 
ensuring there's enough love for the 

» PUBLISHER: EEE : 
WARNERBROS INTERACTIVE Original to keep fans happy. kt's not 
ENTERTAINMENT an easy thing to achieve and many 

» DEVELOPER: developers fail, so its ga to 
ARROWHEAD GAMES report that while Gauntlet isn't 

» PLAYERS: 1-4 perfect, it does manage to achieve 


Je PICHS OF 


THE MONTH both difficult goals. 


The original Gauntlet, while 
enjovable with friends, wasntas 
much fun when playing on your own, 
mainly because fighting endless 
waves Of monsters become repetitive 
when you couldn't shout directions/ 
advice/curses at a friend. The Gauntlet 
remake solves this problem by not only 
making the levels far more interesting, 





» The original Gauntlet was 
released in 1985 by Atari 

Games and created by Ed Logo. 
Alongside the likes of Dandy, it 
helped popularise the dungeon 
crawler and received numerous 
home conversions. Just as 
Gauntlet's generators constantly 
spawned monsters, the game 
itself birthed several sequels, of 
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Super Smash Bros for 3DS varying quality 

It's certainly not perfect, but also greatly enhancing the four 
butthe firsthandheld entry available characters. 

forthe Smash Brosseries 


is surprisingly enjoyable. 
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NICK 
Super Smash Bros for 3DS 
Local play is disappointing, 
butthe 3D5S game proves 
Nintendo's brawler can 
work on a smaller screen. 





» [PC] The Wizard is easily the best character , 
in the game, and quite tricky to fully master 
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TRIy 


*UHyY NOT 





Take Questor for example. Faster 


than the other heroes, the elf can fire Y SOMETHING OLO 
arrows with the right analogue stick, (ZX SPECTRUM) 


perform a handy evade roll, deliver 
deadly sniper shots and drop bombs. 
Thor is the archetypal Tank, but feels 
far more powerful here, effortlessly 
shrugging off smaller enemies and 
using a devastating axe swing that has 
Impressive range. Ihyra on the other 
hand can use the night stick to block 
incoming attacks, fling it outwards 

to catch unwary enemies and create 
handy shields to protect herself. 

Merlin is the standout character, 
though, and the one the 
developers have clearly had the 
most fun with. What he lacks in 
strength he makes up for with a 
diverse range of spells, cast using 
different button configurations. 
Teleporting, ice attacks and fireballs 
are all in his repertoire and it highlights 
just how much thought Arrowhead has 
put into its game. 

The characters are different enough 
that you |l want to play through the 
game with each one, and this is where 
problems do start to arise. Arrowhead 
has created a bunch of different items . 
for the heroes to use, from helpful 
gargovyles to flaming boots, and | 
they can typically be upgraded «a 
several times. It's a neat À 
system, but it's a shame that E 
there isn't anything like the À 
skill trees found in games 
like Diablo. 
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Y SOME THING NEUU 
DIABLO IH (PC) 



























» [PC] Later levels will require you to lower bridges 
ind activat 


vate various waypoints to continue 
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higher level of mastery by achieving 





It's also disappointing that Gauntlet 
doesn't feature the same procedurally 
generated dungeons that makes 
Blizzard's game so enjoyable to 
repeatedly play through. Instead, 
Gauntiet's main hub consists of three 
areas, each of which consists of three 
levels and a boss fight. The levels are 
further divided into dungeons, one 
of which is procedurally generated 
(although the results don t seem 
to vary too much in their design). 
While the dungeons themselves are 


interesting — a drawbridge to raise here, 








PL] The characters work well together, allowino % 


a PAC Other Ovi 





a lava puzzle to activate there = the 
drab colour palettes make everything 
look a little dull. 

Because you know exactly what to 
expect from most of the stages, they 
can often feel like a grind to retum to, 
particularly the third sets of each level, 
which often feel a lot more puzzle- 
based. Of course, if you return with 
a fnend, things suddenly start to get 
much, much better. 

Gauntlet's multiplayer is easily its 
greatest strength. Of course, we'd 
expect no less from the guys who 


created Magicka, but it's still pleasing 
to see just how well everything gels 
together. Each hero brings something 
significant to the party, and the 
decision to ensure that players cannot 
wander off on their own ensures that 
everyone has to work together in order 
to succeed 

This last point is critical as Gauntlet 
is no pushover on its higher difficulty 
levels. There are large numbers of 
enemies, often taking multiple hits to 
kill, so you really need to work together 
in order to highlight generators and 
quickly take them down. Sure, you 
can simply ignore your friends and 
rob them of much-needed food when 
they're close to dying, but as your own 
belongings can be looted upon death, 
teamwork should always De your main 
priority. Gauntlet has the spikiness 
of the original game, but rt also 
remembers that ultimately selfishness 
will onty take you so far. Normal 
difficulty is fine for single play as it 
doesn't present much of a challenge, 
but the game certainly opens up when 
vou crank the difficulty. 

The game gets tougher when 
you battle bosses as well. They're 
huge In size, often dwarfing the 
characters and it takes a fair while to 








RevIEuIS: GAUMNTLET 


suss out their attack patterns. In fact, 
our biggest regret with the bosses 
found in Gauntlet is that there simply 
aren't enough of them. Again, they 
present a significant challenge on 
higher difficulties, but it's a pity that 
Arrowhead couldn't have included 
more of them to scrap. 

Arrowhead may have skimped on 
bosses and levels, but in terms of 
actual fan service it's hard to imagine 
the developer giving more. Sounds 
are just as you remember them - 
we love the ding that comes from 
picking up a key = many of the classic 
monsters retum, while the competitive/ 
teamwork nature of the original game 
Is everywhere you look. A fine homage 
to the arcade original, Gauntlet has 
plenty of new mechanics to interest 
the more modern gamer. * 


In a nutshell 

It's a little too short, but 
Arrowhead's game easily captures 
the thrill and excitement of the 
arcade original while keeping 

it relevant for today's more 
demanding audience. 
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Super Smash Bros 3DS 


» System: 305 » Cost: E39.99 » Buy it from: Online, 305 Shop, Retail 


Super Smash Bros is absolutely ram- 
packed with content. In fact, it's so 
full that a lot of it is near impossible 
to find, due to Nintendo creating 
some of the messiest menus to ever 
appear in a videogame. Trying to find 
game modes and events in Super 
Smash Bros is a right chore and we 
really hope the Wii U version won't 
suffer from the same issues. 

Menu issues aside, there's still much 
to enjoy in Smash Bros first handheld 
outing. The gameplay is just as you'd 
expect, with the A button handling your 
light attacks and the B button taking care 
of your heavier strikes. Grabs are easy to 
pull off, while the Smash Attacks are as 





» [305] While we like many of the new 
stages, the auto-scrolling ones annoy. 





Slam PS Vita, PS4 
» Buy it for: £999 
» Buy it from: PSN 


Pix The Cat proves it's still possible to look to the 
past and come up with interesting new gameplay 
ideas. As Pix, you travel around mazes collecting 
eggs that tum into cute ducks, which then follow 
you until you drop them off at certain points. Like 
Snake, you're not allowed to hit the procession 

of ducklings, so you'll need to plan your moves 
carefuly to get through each stage as quickhy as 
possible. Playing like a cross between Flicky, Snake 
and Pac-Man: Championship Edition, Pix The Cat 
has everything you want from a good high-score 
chaser. It's full of content as well, with three distinct 
gameplay modes (including a fun puzzle alternative) 
that will take quite a while to complete. lts only real 
downside is that the level patterns are quite easy to 


79y 


leam, so it lacks the high replay value of 
many of its peers. 
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insane as you'd expect. Expermentation 
has always been the key to past games, 
and it's no different here. Although the 
large character roster means that some 
characters do feel quite similar (especially 
the Fire Emblem heroes), the sheer 
variety on offer remains impressive. 

Less Impressive is the 3DS's analogue 
stick, which doesn't feel up to the task of 
handling the brutal pacing of Nintendo's 
brawler. As a result, the controls don't feel 
as precise as we d like and it does take 
quite a while to get used to. It also feels a 
little too cramped and it becomes all too 
easy to lose track of your fighter. Smash 
Bros works best on a big screen and this 
feels like too much of a compromise, 


35 
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» [305] Pac-Man and Mega Man are Ea 
every bit as good as we expected, 








Another issue we have Is the large 
amount of noticeable lag whenever you 
play multiplayer matches. Whle the online 
side of the game has been more stable 
since launch, local is still frustrating to play, 
killing a large part of Smash Bros' appeal 
and making us suspect that the Wii U 
version will be the one to plump for. 

This is a shame, as there's so much to 
love in Nintendo's game. Characters like 
Pac-Man, Mega Man, Charizard and Wii 
Ft Trainer slot beautifulhy into the roster. 
Also, the new levels are as inventive and 
as lovingly created as ever — although the 
new scrolling stages can take a running 
jump — while new game modes like 
Smash Run prove good fun. 


Anniversary” 


System: iOS, 


roid 
» Br it E jerada Free (in-app purchases) 

» Buy it from: App Store, Google Play 

Now here's a pleasant surprise, a ffeeemium game 
that doesn't actually try to gouge your cash from 
you. The gameplay is pure Boulder Dash, with a 
number of neat mechanics that range from sticks 
of dynamite to blow up rocks, to being able to 
freeze everything on screen for a short amount of 
time. A multipler system helps you get high scores, 
there's a variety of different characters to unlock 
and it's possible to create additional gems by killing 
monsters. VVhie you can pay to continue your 
current game, true veterans will simply restart the 
level. The time limits can be a Irttle tight in places 
and the swipe controls aren't the best when the 
difficulty ramps up on later stages, but this remains 
an excellent game and a great way to 
celebrate such a landmark anniversary. 
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>> Every month we look at allthe classics and latest releases that are available to buy or download 


— » [305] While fun, Smash Bros on 3D5 


can be a claustrophobic experience. 


» [305] Visually, Super Smash Bros is 
stunning with amazing-looking graphucs. 





There's no denving that Super 
Smash Bros Is a tremendous technical 
achievement, but it's one that comes 
with very noticeable compromises. Our 


advice? VVait for 
the incoming VVi U 
release, or upgrade 
toa 3DS XL. 


18. 


» Buy it for: £10.99 
» Buy it from: steampowered.com 
It's a brave developer that steps out of its comfort 
zone to tackle a new genre. Sadly, for music devs 
Harmonix, the gamble hasn't really paid off. There is 
plenty to like about A City Sleeps. Aesthetically it's 
just what you'd expect from a Harmonix-created 
shoot-em-up with expressive music and moody 
visuals. There's a strong gameplay mechanic 
too, with the ability to imbue certain objects with 
offensive or defensive ghosts at certain points of 
the game, adding a fair amount of strategy. 

For al is aesthetic splendour, A City Sleeps 
falls down in its bullet pattems, which often feel a 
little too random and uninsprred. It's also painfulhy 
short, with just three stages (and various difficulty 
settings). An interesting expenment and 
a shoo-in for the next Steam sale. 
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One thing 
Ive noticed 
while writing 
about indie 
games is that 
user feedback 


can be sparse; 


producing a 
ame takes 


ard graft while 
the response is 
often minimal. 


So when you 
find a game 


you like, please 


consider a 


thank-you email 
or even sending 
a few quid. That 
encouragement 


could be what 


sets the author 


going on the 
next project 


«57 


If you want 
an insider 


tip, we d 
argue that 


Speedmaza is 
worth keeping 
an eye on for 


Atari 8-bit 
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[2X Spectrum) They dnve on the wrong sde of the road 





SPECCY-FLAVOURED JAM 


were games developed for the Spectrum 
too. Those releases include a multi-screen 
exploration game Find The Greenroom; 
some simple but challenging shooting 
action from Mini Danmaku; the amusing 
First Word Problems, which is about 

the trek to the sorting office to collect a 
shiny new smartphone when it doesn't 
arrive on time; and Jonathan Cauldwell's 
Retro Racer, a top-down racing game 
inspired by the vertically scrolling coin-ops 
of the early 1980s. All of the entnes can 
ded from the Speccy Jam 2 
forums behind Kikstarteu/speccy-jam-2 


he second Speccy Jam was 

a competition that started at 

the end of August and ran for 
a week, with the challenge being to 
produce a game that looked like it 
belonged on a ZX Spectrum, even 
to the point of simulating colour 
clash. lhere were over 20 releases In 
total, with a couple taking a few lberties 
with that simulation aspect, but they dia 
manage to cover a range of different 
game styles. For example, Space 
Conquest is a turn-based game based on 
Laser Quest and Space Crusade where 
the player controls a squad of space 
mannes dunng an exploratory mission, 
while Avoid ZX offers some fast-paced 
vertically scroling action where the player 
guides a spacecraft around hazards and 





dA. Antonio Villena's Unkatris is a clone 


of Tetris crammed into the ZX81 without 
needing a RAM expansion 





through some very tght gaps in the 
landscape. And of course there had to 
be some platformers in there, so we've 
got Thingy's Quest For Stuff with a 
noticeable Jet Set Willy vibe to it and 
Fitbin which has simpler graphical stylings 
and gameplay. Another minimal release 
is Imin Ships, which hands control of 
two craft to the player that rotate around 
a central point, with both needing to be 
positioned so they avoid barners moving 
up the playfiela. 

But some of the entries weren't PC 
titles in colour-clashed clothing and there 





Y Jupiter Sumo for the Atari 2600 is 
a future-sport where spaceships push 
gach other into walls. 





A. Speedmaza is a single-button maze 
navigation game for the Atari 8-bit; press 
fire or space at the comers 





» [Amiga] 'Tis but a scratch. 


HACK, SLASH 
AND PORT 


riginally released on the Atari ST and now 

ported to the Amiga by Meynaf — who was 

previously responsible for the conversions of 
International Karate and Oids —- Ubisoft's Retum To The 
Golden Age is about a young man with a sword and 
the ability to influence the thoughts of others, who 
must take on the forces of evil to release the peoples 
of the Euroland from slavery. Kikstart.eu/meynaf ques 
to the developer s website and the download is near 
the bottom of the page. At the time of writing, the 
minimum specification is a 68020-based Amiga 


Y Fans of Dizzy games may want to try 
Andrew Goulding's labour of love Tycoon 
Dizzy for Windows-powered PCs. 


Assembling 
the preces. 


= 
= 
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» [2X Spectrum] 


Paul Jenkinson is, amora | 
yd Cadet 3 and other 
Spectrum games. So we borrowed 


man behind the recent 
impressive ZX 


other things, the 


him for a while to chat about creating his Arcade 
Game Designer-based titles 


Hi Paul. How did you go 
about designing the Kyd 
Cadet games? 

The first game came about 
almost by accident. | was trying 
to draw a recognisable sprite 
and no matter how | tried, | 
couldn't draw a good face. | 
stuck a helmet on there almost 
out of frustration and suddenly 
there was this spaceman. 
Obviously, there were a lot of 
games that featured spacemen 
— Jetpac is a good example — 
so | wanted something a little 
different, and that's when the 
idea of a boy came to mind, a 
space cadet. 

From there it was a case of 
creating the world, and right 
from the start | knew | wanted 
to make a believable, joined-up 
game map, so scenery from 
one area would bleed into the 
next. Part of the fun for me Is 
seeing how the environments 
change and how the player can 
find themselves in a strange 
new place without realising they 
have already travelled through 
the previous four! Until you 
actually look at the game map 
in full, you don't realise how it all 
fits together. 


And what caused the 

change of style for the 

third instalment? 

It was a comment on World Of 
Spectrum forums. Not about 
my games, luckily, but someone 
posted a quite innocent 
comment along the lines of “I'd 
like to see an AGD game that 
isn't platform based”. | was 


also trying to come up with an 
idea for another game at the 
time and | knew | wanted to do 
some kind of shooting game. 

| wanted to do something that 
encompassed what | think | do 
well (platform games) but with 
new elements. 


How long does a game like 
Kyd Cadet take to make? 

tf | had nothing else to do, 

and could concentrate on just 
making a game, | think | could 
have completed Kyd Cadet 3 

in about a month, maybe less. 
AGD is brillant, you can create 
the thing in your mind and get it 
on screen very quickly. Iypically 
though, Ife gets in the way, SO 
games can take anything from 
three to six months. 


Does Arcade Game Designer 
shape the games made 

with it? 

Good question. For people that 
are not prepared to put effort 
into their games the answer Is 
definitely ves. Itis so easy, with 
a few hours of work, to produce 
a below-average game that 
adheres to the basic rules and 
automatic parameters of AGD 
that anyone can create a game. 
My tutorial videos cover most of 
the basics anyone would need 
to make a Manic Miner clone in 
just four hours. 

The challenge is to make 
AGD do what it wasn't meant 
to. For example, there is the 
Custom block, a simple 8x8 
pixel block that with a few lines 
of code can trigger an event 







» [ZX Spectrum] I've looked everywhere. 


when the player or other sprite 
collides with it. The trick is to 
think what that event could be. 
Could it be to suddenly flip to 
the top of the screen, to teleport 
to another area, to take on a 
superpower, to grab a rope... 
and this is where new game 
ideas are bom. 


What feedback have 

you received from the 
Spectrum community? 

The vast majority Is very good, 
and thankfully only a few bugs. 
The games | make do not 
make money and are free to 
download, and they are done 
for my own enjoyment. | see 
tas a challenge, trying new 
things with AGD, and there are 
updates to the engine ali the 
time. If other people like them, 
that's great. 


And finally, what can we 
expect to see from you in 

the future? 

| have a new version of Kyd 
Cadet 3, a sort of version 1,1, 
nearly ready, with new screens 
and a little bug fix. Unluckily, 
time is precious at the moment, 
so | am struggling to fit it in. 
Apart from that, | am always 
working on new game ideas 
and, to be honest, | have no idea 
which of the ten or so games 
will make rt past the test stage. 
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K=Y=L 


FORMAT: SINCLAIR ZX SPECTRUM 
DEVELOPER: BOB SMITH 
DOWNLOAD: KIKSTART.EU/XY 2-SPEC » PRICE: FREE 


Back in issue 65 we looked at W/*H*B, an 
isometric 3D puzzler for the Spectrum by 
Bob Smith where the objective was to “roll 
a rectangular box across the playfield to 
finish with it standing on end over the exit. 
X=Y=Z is described as the spintual successor of 
that game, and at first glance it might appear to be 
simpler since the block 5 now a cube so marching SA Pio TOSE TER Mot 
it straight into the exit should be child's play, nght? 
Well no, because the player doesn't directhy control 
the cube's motion this time around. 

Instead it gets pushed off in an initial direction 
from the starting point and keeps 'walking' until 
something nasty happens to it. Before setting 
things moving, the player can place control tiles 
on some of the playvtield which will influence the 
cube's passage, doing things like rotating it 90 
degrees, siliding it around without alterng the current 


» [2X Spectrum] Convoluted solutions. 


E” CELL LA 


direction of travel, forcing the movement to change 
to a specific direction or teleporting it. The levels 
themselves have a few tricks as well, including 
pathwvays that are onhy ethereal until a switch 





elsewhere on the stage Is pressed and crumbing a four-digit code is given out for each stage, so players 
blocks that disintegrate after being crossed. So can give each puzzle lots of head-scratching deliberation 
using the stnctly Imited quota of tools on each X="=Z might be a different style of qame to WºH*B 
stage to find the correct route to safety will take but is just as playable and even more thought-provoking 
some lateral thinking and a bit of trial and ermor. Players shouldn't expect to complete the entire game in 
As with VV*H*B, the 34 stages here are a team one sitting, but keeping a note 
effort, with contributions from Einar Saukas, Matt of the level codes as they re 
Lambert, Dave Hughes and Bob Smith h ud handed out means it can be 
There are no time limits or Ines to Worry about and retumed to repeated Y [7X Spectrum] Note the four-digit code, to return to it later 


Every month our very own Jason Kelk will be teaching you handy 
new programming techniques. This month: storing backgrounds 


In addition, many games use 
tiles”. In the case of Battle Eagle 
for the Atari 8-bit, the levels 
are built from 4x4 character blocks. 
However, other examples use 8x8, 
2x2 or even one character by 20. It 
all depends on the requirements of 
the game. 


One problem with 8-bit computers 
Is cramming leve! data into limited 
memory. The simplest approach, 
as used by Red Max on the Atari 
8-bit among others, Is to store a byte 
for each character, but that can take 
up a significant chunk of memory for 
each level. 





The Last Ninja series takes 

things even further, with each 

screen being stored as a series 
of features like trees or rocks and info 


Depending on the game and 

what is needed, the data can be 

compressed. RG Rampage on 
the C64 only needs a couple of bytes 
for each platform that say where It 
starts on screen, how wide it is and 
which platform type to draw. 








=; Es 


mr, Ti 


on where to draw them into the bitmap 
— We can slow the C64 version down 
with an emulator to see how it works. 





as Ai 


= 
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B OX X » [PC] Something's 


happening here today. 


FORMAT: COMMODORE AMIGA » DEVELOPER: LEMMINGB80 
DOWNLOAD: KIKSTART.EU/BOX-AMIGA » PRICE: FREE 


The developer of Boxx calls it a five-minute Energu= 188 Lives=2 
platform game. It reminded us just a little of ; “Re 
fellowv Amiga platform puzzler Sgrzx but without 
the sadistic level of difficulty. The objective is to 
find and collect every coin on the stage; some 
in the open, while others are held by stomp-able 
monsters. There are also blocks that magically 
appear or disappear as the player moves around, x | 
and teleporters to other coin-laden areas. The ER Cê (RE E El Cl ER ge cl as ça 
game being deliberately short means reasonably 
skilled players should romp through to the boss » [Amiga] ED-209 — the Fisher Price edition! 

pretty quickhy. Although we d have liked more 

content, Boxx still offers some fun and developer | does work on an Amiga 500 or 600 but will 
Lemming880 will hopefully go on to produce be sluggish, so we d seriously 

something more substantial in the future. Boxx recommend using an A1200. 





FPPPPEPEFRPEPREr 
ARCHEOMANIA 


» FORMAT: SINCLAIR ZX SPECTRUM » DEVELOPER: RAFAK MIAZGA 
» DOWNLOAD: KIKSTART.EU/ARCHEO-SPEC » PRICE: FREE 





Ancient temples are dangerous places, especially for one particular 

archaeologist who has literally fallen into a trap. She finds herselfin a pit 
which is slowly filling with the stone blocks tumbling in from above and, 
as she clambers onto the fallen masonry, it pushes her ever closer to the 


deadly spikes that are also inexorably creeping downwards. | NVEN | E + VERBA 
Our nameless heroine can't be controlled directly and will wander | 


















back and forth in search of an exit, so she must be helped by removing FORMAT: ATARI 8-BIT » DEVELOPER: BILL KENDRICK 
the blocks and clearing a path to the ground. This is achieved by forming DOWNLOAD: KIKSTART.EU/VERBA-AB » PRICE: FREE 
rows across the pit, just like Tetris in fact! 
Archeomania is a neat puzzler based on Tetris Plus which offers some Invenies Verba - Latinfor find wu 2/77 
challenging gameplay. The only downside we found was that the controls the words — Is like a rapid-fire | 
feel somewhat twitchy, so getting a block rotated correctly cross between popular teatime BEST HORD cart 
or into the right position can sometimes prove frustrating. 7 Ty quiz show Countdown and the Eira ed car cera 
classic board game Scrabble. The idugiacdo sodio 
teem player is presented with a cluster of 
cerercevereerd =IMANIA | | randomiy selected letters and must 
tdi make valid words from them before » lAtan 8-bt]Game' is the best word 


| 
the time runs out. Scoring is based on the letters used, with the 


less common ones giving more points. 

The game doesn't have an overall time limit — instead, each 
letter has a limited Iifespan represented by a slowly expanding 
bar next to it; ff one Is left unused for too long, It expires and 
ends the game. That does make Invenies Verba a fast-paced 
and challenging game, but It does at least come with a 
reasonably sized word list — as well as a German dictionary 
option — so while playing, we've only bumped into 
a couple of words that t didn't know. 








» [2X Spectrum] One Tetris coming up. 
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aside from my type-ins from several 


Hello! magazines I'd been given, | always 

| just wanted to thank you for the wondered if there were any good games 
mind-jog answer you gave me in available for it. My family had gotten the 
Retro Gamer 132. You called it nght computer second-hand from friends 
with OIDS for the Macintosh Classic IH! and, as a youngster, | never had the cash 
After | read the answer, | quickly texted for magazines to research or to actually 


my friend, of whom | had written about buy games. Minority Report opened my 
in my question. He and | had a moment eyes to some of the sparkling Irttle gems 



























of pure nostalgic bliss remembening all the system had available for it and is 
of our time together playing the game. tempting me to talk my dad into finding 
Itwas fantastic to relive and finally tin his attic. lf he finds it, I'm thinking 
remember what game had occupiedso  oftracking down A Mazing VVorld Of 
many hours of our youth. Malcom Mortar and a few others printed 
Also, ff that wasn't enough, thank you | on your pages. 
| as well for the TRS-80 Minority Report Quite the great games magazine, my 
Sorry, Back To The Eightes fans- in the same issue. | had a TRS-80 friends! While | know it wasn't dedicated 
we ran outol Eghtesto cover! Cojor Computer III growing up. While | to me, the memories you've helped 
people have enquired as to the never had any games for the TRS-80, me relive made me feel like it was my 
whereabouts of Back To The Es magazine, just for me! 
Dear Retro Gamer, Eighties. Unfortunately, since the pesada ps Minority Ro a Á) 
| am a big fan but what happened section was introduced in issue 13, ic dee | 
to the Back To The Eighties section Richard Burton has covered | aa = et it's great to hear that we were able 
in issue 133? | buy the magazine all 120 months of the Eighties, + — mm oa to help out! 
because of this excellent section. from January 1980 to December  SSSEBE E 
Please bring it back — to me, retro is 1989. It's been a long run, with HH? Re a 
the Eighties. Thanks. coverage starting all the way back | een so a SOS Dear Retro Gamer, 
in February 2005, but there's no = Tn | am fairly certain that the description 












way that the Back To The Eighties | REM by Jim MacLeodofa mystery 
You're not the only reader who section could have continued E RR side-scroling shooter in issue 134's 
feels that way, Nick — a fair few without repeating itself. Mailbag contains at least some 


STAR LET TER à nao 
THAT WAS COOL 


It isn't an arcade game and 
HIRG, That's what. 


t doesn't have mountains in 
the background, so perhaps 
there has been a mix-up there. 

| just wanted to say thank you for The article 

last month's Sega Satum issue. I've brought back 

been reading your magazine every many fond 


But the spiders spinning web 
lines across the screen, which 
month for around five years now and memories as a kid 


the player's spaceship must shoot 
through, are unmistakable. 

Phobia was also a contender for 
hardest game of all time. 





ini my opinion that was the greatest and convinced me to go to eBay 
issue you've produced in that time and buy one. Boxed of course... 
frame. Not only did it cover one of my I've loved collecting games since Thanks Will. Mixed-up memories 
favourite consoles ever, butthe piece | my primary school days and only in So yeah, thanks RG. certainly do happen, so you might 
on collectors and their collections my twenties have | truly appreciated That was a splendid read, not be far off. Does anyone else 
was fantastic. the value of a complete boxed-with- | think they have the answer? 
Às a ten-year-old child in 1997 instructions Mega Drive game. It's a 
getting my hands on the Sega Satum | shame that collecting has gotten Any time someone decides to 
quite late, | spent many a day arguing more difficult with the days of eBay pick up a game or console after 
the toss at school about how It was and such, and having a real job and reading something in Retro 
way better than the PlayStation. Ithad | bills doesn't help either. One of the Gamer, we're extremely happy 
Sega Rally, Virtua Fighter 2, NIGHTS, most upsetting things, though, is - that's the kind of enthusiasm 
Panzer Dragoon, Virtua Cop, Dead people who know nothing about we want to create. Hopefully, 
Or Alive and one of my personal videogames bumping the prices up one day sellers at large will RINS e RE aa ST 
favourtes, Clockwork Knightto name because they think stuff is rarer than realise that retro games aren't re+ | 
a few. What did the PSX have? Pish. itsometimes is. universally valuable! 


[Atan ST] It's got the destructible spider webs, but is 


Phobia the game Jim MacLeod was looking for? 
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e. » 3! 


| had absolutely no idea there 
were two spin-off games 


of every single overkill and fatality from 
the games, which had added interest 
since | never owned the Mega-CD 
follow-up. Brilliant. 

But what was most heartening was 
seeing that the VVikipedia entry for the 
20-vear-old (and fairly unloved) first 
game had been updated within the last 
fortnight. It just goes to show that every 
game has its fans, and every game has 
stories worth telling, both known and 


Dear RG, 
Oh my goodness! You've enlightened 
me vet again; this time in your 
Punch-Out!! Rank Outsiders' boxout. 
!m a big Etemal Champions fan but 
| had absolutely no idea there were 
two spin-off games. It inspired me to 
do a bit of online research. Tums out 
there was also a third mainline Eternal 
Champions game planned, but Sega of 
Japan bullied Sega of America into not 
pursuing It as they felt it might harm the 
prospects of Virtua Fighter stateside. 
Cathartically, | also went on to 
YouTube and watched a half-hour video 


undiscovered, 


vour list? 





Mega Drive] Sega had big plans for its flagship 2D 
fighting senes, but two spin-offs were all that emerged. 


to tell there. 


From the forum 


»> wwwretrogamernet/forum 


Every month, Retro Gamer asks a question on 
the forum and prints the best replies. 
This month we wanted to know... 






It has to be Bloody Wolf for me. 
Quality run-and-gun action. 


lts a very hard choice indeed, the 
TurboGrafx has such a superb 
library, but | gong to go with Blazing 
Lazers — my favourite vertically 
scrolling shooter on any system. R-Type for me. Not a PL Engine 
original game, but a fantastic 


conversion that showed what 


Keep up the good work. 


PS I'd love to see a proper feature 
soon - any chance you could add it to 


You might also be interested to 
know that an Eternal Champions 
comic strip ran in Sonic The Comic, 
with contributors including former 
Judge Dredd artist Jon Haward. 

As for a feature on the series, it's 
something we'll look at doing in the 
future as there's an interesting story 


Drunken Master if onhy for the 
flying side kick sprite which is the 
best sprite of all time, apart from 
Rastan himself perhaps. Actually 
though, the game is rubbish, so 

| will settle for Salamander. À bit 
too fast but otherwise top-notch. 


R-Type would still be king for me. 
Street Fighter also just shows 
how superb this console is, 


the small plastic box from NEC 
could do. 


ArchaicKoala 


My favourite is Devil Crash. ltmay 
only have one main table, but the 
additional boss tables, horror 
visuals, physics and music just 
make this a standout title for me. 


felgekarp 


lfit's the TurboGrafx-l4 then it's 


> 04 CONTACT US 


Mega Drive Madness 

Darran's been on a Mega Dnve buying spree, 
picking up the likes of Contra: Hard Corps, 
Castlevania: Bloodlines and Dick Tracy. He's 
even been parading his purchases in front of our 
collgagues on Play, X-ONE and games", telling 
themthathe abways gets the best games in the 
office. hs hard to disagree... 








Ordyne. ifit's the PC Engine lhen 
ts Mr Heli 


RodimusPrime 
Out of the games | have played, 
Ninja Warnorss the one for me, 








Iwould have to go for Street 
Fighter | Champion Edition. How 
they managed to fit everything 
on that HuCard | will never know. 


My favourite home version of 
the game. 






themightymartin 
has to be Bomberman '9%4. The 
best version of the best game 
none of the best franchises of 
all-time! 


h-Type was jaw-dropping. | 
remember my C64-owning 
mates thinking | had an arcade 
cab in my house! 





fm a big fan of late 'B0s and 

early 90s arcade conversions, 
especially shoot-em-ups, and the 
PC Engine had a lovely selection. 
My favourite would probably be 
Parodius Da! 


Never played on one, however | 
remember Orunken Master and 
being totally amazed at the size of 
the sprites and the detail in 

the graphics. 
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» Bnthony po 
industry legend, É 


So how does it feel to know your 
project is finally finished? 

It is hard to believe. It has been 
such a long road, but to see it at our 
recent EGX premiere the other night 
was a great feeling! 


Why has it taken so long and what 
roadblocks did you face? 

Ve wanted to tell a thorough, 
entertaining story that covers more 
than 30 years. There are elements of 
that story that no one actually knows 
the answers to, such as the UK 
publisher decline of the mid-1990s. 
Therefore it meant filming a lot of 
interviews [well over a hundred in 
fact [and] most of them filmed on 
separate days) to really get to the 
bottom of it. In addition, the film is 
full of archive footage, photos and 
other elements that really help back 
up a story that starts in the late 
1970s, and all of these had to be 
researched and then sourced. 


ma with his wife and 
sd eter Molyneua. 
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From Bed 








What was it like to have so many 
classic developers together in one 
place for the premiere? 

As a fan myself, it was an Incredible 
feeling, especially as so many of 
them were able to come along for 
such a special night! 


Was there anyone who was able to 
evade you, or did you get everyone 
you wanted? 

| don't want to spoil the film; there 
are so many Interviegwees who pop 
up throughout, you always feel 

like someone new is guiding you 
through. However, some people are 
not comfortable in front of camera 
but they did help us in other ways. 


Why do you think documentaries 
like From Bedrooms to Billions are 
so important? 

They are important because they 


Over 1,000 hours of fogtage mes shot for the 
final film. That's a lot of classic gaming coverage 


| = Sal SS prio ms Góta PET magos 


rooms 


É 
After several years, Anthony and Nicola Caulfield's tribute to the birth of the British 
games industry is finished. We caught up with Anthony to find out how it all went 


recognize and record a 

piece of history. This 

is why the film has no 

voliceover or anyone 

saving this is what it 

must have been like for 

them”, because you are only 
hearing from those that lived and 
experienced it themselves, so It's 
more like “this is what it was like 
for me”. 


How will you ensure From 
Bedrooms to Billions reaches the 
largest possible audience? 

The hardest work comes when 
the film is released on 3 October 
from our website at 

www frombedroomstobillions.com 


along with nearly three hours of extra 


material, Decause then we have to 
shout about it all from the rooftops. 
Plus we have a small European 


OUT NOW 





To Billions 


cinema tour where guests from the 
film will appear with us, so keep 
checking our website for updates. 


Who was the best person you got to 
interview and why? 

Sounds like a cop-out answer but 
there was not a single interview shot 
that wasn't fantastic at the time; 

they were all unique and incredibly 
personal. [his is why we got the 
type of interviews we got: real and 
not corporate. Therefore Nicola and | 
love them all! 


Do you have any plans for a future 
retro documentary. If not, why not? 
The 2.5-hour film breaks the ice on 
all that and tells the story. However, 
we have over 1,000 extra hours of 
footage, so this is why there is 
another 2.5 hours available in the 
Special Edition, also available from 
www frombedroomstobilions.com. 
Therefore if people like the way it 
has all been done and want to see 
more then we'll keep editing material 
up and release even more! * 








Microvision É Evan-Amos 
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ME ame E. MAS ELITE DANGEROUS PREPARES TO 

SME] DOCK, DAVID BRABEN REVISITS EVERY 
Ec. obg 0 Bm GAME IN THE SERIES AND REVEALS 
'WHY HIS LATEST GAME WILL BE E 

WORTH THE 30-YEAR WAIT jisEt eé " 
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Microvision Ranarama Puzzle Bobble ., ESSES 
EH As Milton Bradley's NELES GATES EH Our latest Ultimate Guide Es cANESE uteuo 
innovative handheld turns a quirky take on Atari's looks at Bub and Bob, who to Sega's console than just 
35, Marty Goldberg takes a Gauntlet. Graftgold's Steve stopped blowing bubbles fancy arcade ports. To prove 
retrospective look back at Turner explains how ft so they could star in an it, readers have voted for 
its impact on the industry all happened awesome puzzle game their personal favourites 
SO INSIDE « Amiga 1200 «Nutting Industries « Mad Planets « Cauldron « Archer Maclean «e Ape Escape 
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we value your games 


www.chilloutgames.co.uk/SellGames.aspx 









-“RAPID PAYMENT 
-GREAT PRICES 
“FREE COURIER 


ANTE 





* SECOND 
+ HAND | 
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£15.18 £189.57 £44.40 
Prices valid as at Sth November 2014. Prices o ae to ad ra on a daily basis. Chillout Games and retro-games.co uk are 
trading names of Chillout Games Ltd. Prices are for shop 


12% more than PayPal. T&Cs at www.chi 





mes.co.uk 


«. SINCLAIR ... COMMODORE ... ACORN ... 
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Play games on an SD Card 
with your original systems. 
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www: www. mutant-caterpillar.co.uk email: sales& mutant-caterpillar.co.uk 
ebay: mutant-caterpillar tel: MERFLEPATES 


«- AMSTRAD ... ATARI... ANYTHING ELSE! | 
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»> For some reason Konamis SNES shooter never 
gets enough love. Maybe it was released too late in 
the consoles life, or perhaps people didnt like the 


z E ideacf controlling a clunky mech (tisnt, but its a fair 





3 - i assumption to make). Regardless, its a great game 
E with a typically bombastic ending thats everything 


E youd expect from the Japanese developer. 




















|| TR 
» After taking down a three-screen-tall » Às the flames rise round the seemingly 
metal boss, you find yourself desperately stricken Assault Suit, Jakes squeeze 
trying to escape its base before the whole Claire looks anxiously on, hoping against 
thing blows up and takes you with it. lts hope that the Pacific States Marine Corp 
like the Death Star scene from Retum Of insurance will cover what's no doubt 

The Jedi but decidedly less awesome. going to be a very expensive repaint. 





» Just when all hope seems lost, Jake 
and his ride emerge from the infemo and 
prepare to head earthwards. Battered 
but certainly not beaten, the music swells 
triumphantly as Jake parks his gigantic 
mech on the ruined surface. 





» The Assault Suit Lands and Jake emerges, no doubt pleased to |» As his wrecked Cybernator blows up behind him, Jake 


be once again on terra firma. He's barely out when the Assault embraces his sweetheart, relieved that his tong battle is over. As 
Suit collapses to the ground, ruined beyond repair. Jakes not they hug, we learn that while the world is ruined, the future is full 
alone, though, as a daintier figure appears across the way and of promise and everyone can live in peace. Except for Jake, who 


begins to run towards him. Its Claire, clearly pleased to see him. | gets charged for wrecking Earth's last line of defence. 





“UNFORGETTABLE” i 
THE WALKING 


“EMOTIONALLY 
CRIPPLINO ANO 
STAGGERING” 


BRILLIANTLY 
CRAFTED” 
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aÃ “A MASTERSTROKE 
MAS TERFUL BY TELLTALE” 
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SEASON TWO 


A A TELLTALE GAMES SERIES 
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UNPRECEDENTED 


tho fTanic 





“REFUSESO 
PULL ANY 
UNS, 









camemformer 







ECHO * TOR 


No ou are Clementino, a young survivor e a seo that has 
ato 










4 HL you are pr 11 years old, d es note care you é are cold and hungry, * 
and doe: not care, death is around every corner. The undead feed di fi, 
di the living, Fey living cannot be trusted. Starving, never safe, f 
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